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T HE following Eſſays having already 
= received the approbation of the pub- 
nic, in a periodical production, the Editor 
judged he ſhould ſave the public much 
trouble, and a conſiderable expence, by 
collecting them in one volume, correcting 
and arranging them more mechodically 
than the hurry of a magazine would allow, 
and making ſuch additions as occurred to 
him upon a re- peruſal. The benefit and 
advantages which the public have already 
reaped from thefe truly original publica- 
tions, (no ſuch attempt having been made 
in any language whatever) have been 'ma- 
nifeſted by a number of letters ſent to the 
| publiſher from various quarters, teſti- 
Tp fying the dangers the writers had eſcaped, 
oy and the ſnares they had avoided by having { | 
their eyes opened in time, whereby they | 
B . - -- Had 
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had ſaved conſiderable ſums, "which they 
otherwiſe would probably have loſt, or ra- 


ther been defrauded of by a ſet of gentry, 
who conſtantly lie in wait to deceive and 


impoſe upon the credulous and unwary. 
Bur theſe Eſſays conſidered in another 
point of light may juſtly be pronounced 


the moſt complete collection, and properly 
form what may be ſtiled 7% only Complete 


Gameſter yet publiſhed, a book that can- 


not fail being acceptable to every perſon 
who chuſes to. be acquainted with all the 
games in vogue, which compriſe many 5 
more than are treated upon by Hoyle, or 


a other writer upon the ſubject. 


We ſhall enter upon ſuch. games as are 
che moſt uſually played, in the ſucceſſion 
which they are generally allowed to ſtand, 
| and therefore firſt preſent our readers with 


the Game of Whiſt. 


ANNALSGSC 


ESSAY - 
LT 2.8 
8 the game of Whiſt is the mult 


of any played in genteel companies, 
and is judged to be that which requues the 
| greateſt ſkill and attention, we tha!! enter 
upon it here, in firſt giving the general and 
neceſſary rules for playing it; with the cal- 
culations for the odds at the different parts 
of a game, and alſo of a rubber, to which 


we hall add the fineſſes and operations 
1 B 2 1 that 
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chat are molt uſually practiſed in public 
or private by projeſſed gameſters, and the 


: gentry known by the name of the F amily. 


General Rules to be a 55: Bats, 


WHIN you lead, begin with the beſt 
ſuit in your hand; if you have a ſequence 
of king, queen, and knave, or queen, 


knave and ten, they are ſure leads, and 
never fail gaining the tenace to yourſelf or 
partner in other bits; ; and begin with the 
highelt of the ſequence, 1 you have 
five in number; in that caſe play the 


loweſt, (except in trumps, when you muſt 
always play the higheſt) in order to get the 


ace or king out of your partner's or adver- 


ſary's add, by which means you: makeroom 


for your own ſuit. 


If you have five of the ſmalleſt trumps, 


and not one good card in the other ſuits, 


trump out; which will have this good con- 
ſequence at laſt, to make your partner 
the laſt player, and by that means give 


| him che tenace. 


If 
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If you have two ſmall trumps only, 


with ace and king of two other ſuits, and 
a deficiency of the fourth ſuit, make as 


many tricks as you can immediately : ind 


If your partner refuſes either of your ſuits, 
do not force him, becauſe that may weaken 
his game too much. 


You need ſeldom return your parther”s 


lead, if you have good ſuits of your own 
0 play, unleſs it be to endeavour to ſave 
or win a game: what is meant by good 


ſuits, is, in caſe you ſhall have ſequences of 


king, queen, and knave, or queen, knave, 
and ten. 


If you have Ae five tricks, and you are. 


el of getting two tricks in your own 


hand, do not fail winning them, in expec- 


tation of ſcoring two that deal, becauſe if 


you loſe the odd trick it makes two diffe- 


rence, and you Pe” two to one againſt 


yourſelf. 
An exception to the 3 rule is, 


when you ſee a probability either of ſaving 


your lurch, or winning the game, in either 


B 3 of 


6 N of Gaming. 


of which caſes you are to riſk the odd 


trick. 


When you have a -nobebiity of winning 


the game, always riſk a trick or two, be- 
cauſe the ſhare of the ſtake which your ad- 
verſary has by a new deal, will amount to 


more than the point or two which you riſk 


by that deal. 


If your adverſary i is ſix or ſeven love, 


and you are to lead, your buſineſs in that 
caſe is to riſk a trick or two, in hopes of 
putting your game upon an equality: there- 
fore admitting you have the queen or 
knave, and one other trump, and no good 


cards in other ſuits, play out your queen 
or knave of trumps; by which means you 
will ſtrengthen your partner's game, if he 


is ſtrong in trumps; if he is weak you do 
him no injury, 


It you are four of the game, you muſt 
play for an odd trick, becaule it faves one 


half of the ſtake which you play for ; and, 
in order to win the odd trick, though you 


are pretty ſtrong in trumps, be cautious 
bow you trump out. What is meant by 
ſtrength 


— Y f 
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ſtrength 3 in trumps, is, in cafe you ſhould 
 _ one honour and three truinps. 


If you are nine of the game, and though 


very ſtrong in trumps, if you obſerve your 


Partner to x 2 a chance of trumping any 


of your adverſary's ſuits, in that caſe do nor 
trump out, but give him an opportunity 
of trumping thoſe ſuits. If your game is 


ſcored one, two, three, you mult play the 


_ reverſe ;' and alſo at five, ſix, or ſeven; be- 
_ cauſe in theſe 1wo laſt recited caſes, you 
Play for more than one point. 


If you are laſt player, and find that the 


third hand cannot put on a good card to 
his partner's lead, admitting you have no 


good game of your own to play, return the 


lead upon the adverſary; which gives your 
partner the tenace in that ſuit, and often 
obliges the adverſary to change ſuits, and 


conſequently gains the tenace in that new 


ſuit alſo. 


If you have ace, king, and four ſmall 


trumps, begin with a ſmall one; becauſe it 
is an equal wager that your partner has a 


better trump than the laſt player: if ſo, 
| IM 4. you 


Waun 


E 
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you have three rounds of trumps; if not, 


you cannot fetch out all. the trumps. 


If you have ace, king, knave, and three : 
ſmall trumps, begin with the king, and 
then play the ace (except one of the ves 
ſaries refuſes trumps) becauſe the odds are 
in your favour that the queen alls. 
If you have king, queen, and four ſmall 
trumps, begin with a {mal} one, becauſe the 
odds is on your ſide that your partner has 


an honour, 


If you have king, queen, ten, and three 
ſmall trumps, begin with the king, becauſe 


you have a fair chance that the knave falls 


in the ſecond round, or you may wait to 
fine ſſe your ten at the return of trumps 


from your partner. 
If you have queen, knave, and four ſmall 


trumps, begin with a ſmall one, becauſe. 
the odds is in your favour that your partner 
Mar. . 
. you have queen, knave, nine, and 
three ſmall trumps, begin with the queen, 


| becauſe Pr have a fair, chance that the ten 
falls Z 


1 
8 
= * 
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2 Falls | in the ſecond round; or you may wait 
to fineſſe the nine. 1 


If you have knave, ten, and four ſmall 


trumps, begin with a ſmall one, becauſe 
the odds is in your favour that your part- 


ner has an honour. 
If you have nave, ten, eight, and 


ſmall trumps, begin with the knave, in or- 
der to prevent the nine from making a 


trick, and the odds is in your favour that 


the three honors fall i in two rounds. 


Tf you have fix trumps of a lower deno- 
mination, you are to begin with the loweſt, 
unleſs you ſhould have ten, nine and eight, 


and an aonour turns up againſt you; in 
that cafe, if you are to play through the 


honour, begin with the ten, which obliges 
tne adverſary to play his honour to his diſ- 


advantage, or leave it in your partner's op- 
tion, whether he will pals it or not. 


If you have ace, king, and three ſmall 
trumps, begin with a {mail one. 
If you have ace, king and knave, and 


two ſmall trumps, begin with the king, 
which, next to a moral certainty, informs 
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your partner that you have ace and knave 
remaining; and by putting the lead into 
your partner's hand, he plays you a trump, 
upon which you are to fineſſe the knave, 
and no il} conſequence can attend ſuch 
play, except the "Joes lies behind you 


ſingle. 


If you have king, queen, and three ſmall 


trumps, begin with a ſmall one. 


If you have king, queen, ten and two 


| ſmall trumps, begin with the king. 


If you have the queen, knave, and three 


ſmall trumps, begin with a ſmall one. 


If you have queen, knave, nine, and two 


ſmall trumps, begin with the queen, becauſe 


you have a fair chance that the ten falls in 
the ſecond round: or you may wait to ** 


neſſe the nine. 
If you have knave, ten, and three ſmall 
trumps, begin with a ſmall one. 


If you have knave, ten, eight, and two 
ſmall trumps, begin with the knave, be- 


cauſe in two rounds of trumps it is odds 
but that the nine falls; or, upon the re- 


turn 
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turn of tr trumps from your partner you may 
f neſſe the eight. 


If you baue ſive trumps of a e de- 


nomination, it is the beſt play to begin with 


the loweſt, unleſs you have a ſequence of 


ten, nine, and eight, 1n that cale begin with 
the higheſt of the ſequence. 


If you have an ace, king, and two ſmall 


trumps, begin with a ſmall one. 
If you have ace, king, knave, and one 
ſmall trump, begin with the king. 


If you have king, queen, and two. ſmall. 
trumps, begin with a ſmall one. | 

It you have. King, queen, ten, and one 
ſmall trump, begin with the 8 and wait 
for the return of trumps from your partner, 


when you are to finefle your ten, in order 
to win the k nave. 


If you have qucen, knave, nine, and one 


| ſmall trump, begin with the queen, in or- 
der to dear the ten from making a 


trick. 
It you 1 have knave, ten, and two imall : 


IE 
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If you have knave, ten, eight, and one 

ſmall trump, begin with the knave in order 
to prevent the nine from making a trick. 
If you have ten, nine, eight, and one 
ſmall trump, begin with the ten, which 
leaves it in your partner's diſcretion whether 
he will paſs it or not. 

If you have ten, and three ſmall trumps, 
begin with a ſmall one. 

If you have ace, king, and four ſmall 
trumps, with a good ſuir, you mult play three 
rounds of trumps, otherwiſe you may have 
your ſtrong ſuit trumped. 

If you have king, queen, and four fmall 
trumps, with a good fuit, trump out with 
the king, becauſe when you have the lead 
again, you will have three rounds of trumps. 

If you have king, queen, ten, and three 
ſmall trumps with a good ſuit, trump out 
with the king, in expectation of the knave's | 
falling at the ſecond round; and do not 

wait to ſineſſe the ten, for 85 your ſtron ng 
Fai ſhould be trumped. Eo 

II you have queen, Enave, and three 
ſmall trumps, with a good ſuit, trump out 
with à {mall one. 


-If 
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If you h have che queen, knave, nine and 


two {mail trumps with a cod ſuit, trump 


out with the queen, in expectation of the 
ten's falling at the ſecond round; and do 


not wait to fineſſe the nine, but trump out 
pu ſecond time, for fear your ſtrong ſuit 
: ſhould be trumped. _ 


If you have a knave, ten, and three {mall 
trumps, with a good ſuit, mY out with a” 
ſmall one. 

If you have kn: ave, ten, eight, and two 


ſnall trumps, with a good ſuit. trump out 
with the knave, in expectation of the ninc's 
falling at the ſecond round, 


If you have ten, nine, eight and one 


ſmall trump, with a 200% { ſuit, trump out 
with the ten. 1 


PARTICULAR GAMES, aud the manner in 


which they are to te played after a learner 

has made ſome progress in the Game. 

Suppoſe you are elder hand, and that 
your game conſiſts of king, queen, and 
knave, of one ſuit; ace, king, queen, and 
two ſmall cards of another luit, king and 


queen of the third ſuit, and three ſmall 


trumps: 


4 Annals of Gaming. 
trumps: Query, How is this hand to be 
played? You are to begin with the ace of 
your beſt ſuit (or a trump) which informs 
your partner that you have the command [ 
of that ſuit; but you are not to proceed 't 
with the king of the ſame ſuit, but you 1 
muſt play a trump next; and if you find 
your partner has no ſtrength to ſupport you 4 
in trumps, and that your adverſary plays — 
to your weak ſuit, viz. the king and queen 
only, in that caſe play the king of the ſuit, 
which belongs to the beſt ſuit; and if you 
obſerve a ber of either of your ad- 
verſaries being likely to trump that ſuit, 
proceed then and play the king of the ſuit 
of which you have king, queen, and knave. 
If it ſhould ſo happen, that your adverſa- 
ries do not play to your weakeſt ſuit, in. 
that caſe, though appareatly your partner 
can give you no aſſiſtance in trumps, pur- 
ſue your ſcheme of trumping out as often 
as the lead comes into your hand: by 
which means, ſuppoſing your partner to - (4 
have but two trumps, and that your ad- 1 
verſaries have four each, by three rounds 
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of trumps, there remain only two trumps 


1 885 you. 
Elder hand. 


Suppoſe you have ace, king, queen, and 
one ſmall trump, with a ſequence from the 


king of five in another ſuit, with four 
other cards of no value. Begin with the 


queen of trumps, and purſue the lead with 


the ace, which demonſtrates to your partner 


that you have the king: and as it would 
be bad play to purſue trumps the third 
round, till you have firſt gained the com- 


mand of your great ſuit, by ſtopping thus, 


it likewiſe informs your partner that you 
have the king and one trump only remain- 
ing; becauſe if you had ace, king, queen, 


and two trumps more, and trumps went 
round twice, you could receive no damage 
by playing the king the third round. When 
you lead ſequence, begin with the loweſt, 
becauſe if your partner has the ace he plays 
it, which makes room for your ſuit. And 
ſince you have let your Partner into the 


ſtate 


—— 
ras I 
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ſtate of your game, as ſoon as he has the 


lead, if he has a tru: np or two remaining, 
he will play trumps to you with a moral 


certainty that your king clears your adver- 


ſaries hands of all their trumps. 


Second Player. 


Suppoſe you have ace, king, and two 
ſmall trumps, with a quint- major of ano- 


ther ſuit; in the third ſuit you have three 


ſmall cards, and in the fourth ſuit one. 
Your adverlary on your right hand begins 


with playing the ace of your weak ſuit, and 
then proceeds to play the king, in that caſe 


do not trump it, but throw away a loſing 


card, and if he procceds to play the queen, 
throw away another loſing card; and do 
the like the fourth time, in hopes your 
partner may trump it, who will in that caſe 
play a trump, or will play to your ftrong 
ſuit. If trumps are played, go on with 
them two rounds, and then proceed to play 


your ſtrong ſuit, by which means, if there 


„ to be four trumps in one of yonr 


adverſaries 


— —U]—UͥH ñ ꝙ ,f . —— 
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F hands, and two in the other, 
which is nearly the caſe, your partner being 
entitled to have three trumps out of the 
nine, conſequently there remain only fix 
trumps between the adverſaries z your 


ſtrong ſuit forces their beſt trumps, and 


you have a probability of making the odd 
trick in your own hand only; whereas if 
you had trumped one of your adverſaries 


beſt cards, you had fo weakened your hand 
as probably not to make more than five 


tricks without your partner's help. 


Suppoſe you have ace, queen, and three 


ſmall tromps ; ace, queen, ten, and nine of 
another ſuit ; with two ſmall cards of each 
of the other ſuits : your partner leads to 
your ace, queen, ten, and nine: and as 


this game requires rather to deceive your 
adverſaries, than to inform your partner, 
put up the nine, which naturally leads the 


adverſary to play trumps, if. he wins that 


card. As ſoon as trumps are played to 


you, return them upon your adverſary, 
keeping the command in your own hand. 
It your adverſary who led trumps to vou, 


Puts 
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puts up a trump which your partner can- 
not win, if he has no good ſuit of his own 


to play, he will return your partner's lead, 
imagining that ſuit lies between his partner 


and your's: if this fineſſe of your's ſhould 


ſucceed, you will be a great gainer by it, 


but ſcarcely poſſible to be a loſer. 

Suppoſe you have ace, king, and three 
ſmall trumps, with a quart from a king, 
and two ſmall cards of another ſuit, and 
one ſmall card to each of th: other ſuits, 
your adverſary leads a ſuit of which your 
partner has a quart-major; your partner 
puts up the knave, and then proceeds to 


play the ace: you refuſe to that ſuit, by 


playing your looſe card ; when your part- 


ner plays the king, your right-hand adver- 


fary trumps it, ſuppoſe with the knave or 


ten, do not over-trump him, which may 


probably loſe you two or three tricks by 
weakening of your hand; but if he leads 
to the ſuit. of which you have none, trump 
it, and then play the loweſt of your ſe- 


quence in. order to get the ace either out 
of your partner's or adverſary's hand; 


which 
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which accompliſhed, as ſoon as you get 
the lead, play two rounds of trumps, and 
then proceed to play your ſtrong ſuit, In- 
| ſtead of your adverſary's playing to your 


weak ſuit, if he ſhould play trumps, do you 
go on with them two rounds, and then 


proceed to get the command of your 


ſtrong ſuit. But you will ſeldom find this 
laſt method practiſed, except by moderate 
Players. 5 


Courvrarions for leyiag money at the 


game of WaisT. 


With the deal. „ 
— is 1 0 6 


1 Love — — 11 10 
. — — 4 
. e 3 2 
4 7 4 
5 is two to one of the game, 
„ and one of the luren 2 1 
2 3 — a 
1 — — 5 I 
9 is about — — 7 2 
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With the deal. 
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With the deal. 
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3 to 2 
12 to 8 


S8 to q, upon the beſt computation made 
at prelent, is about 3 and a half in the hun- 
dred in favour of eight with the deal; 
. ga againſt 
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againſt the deal, the odds is gin, though 7 
ſmzll in favour of eight. 

1 Game love is 3 80 1. 
1 Game love, and nine love of this frond 


game (upon ſuppoſition of nine love with 
the deal) being nearly 6 to 1. 


Firſt game ad 9 love of the 2d 


game, is nearly — 1 3 to 1 


Firſt game and 8 love of the 2d 


game, is a little more than the 


former — m — 13 to 1 c. 
Firſt game and love of the 2d 
is nearly — 10 to 1 | 
Ditto and 6 love of the ſecond is 
nearly 5 8 to 1 
Ditto and 5 love of the ſecond is 
nearly — ww A071. 
Ditto and 4 love of the ſecond i - 
5 nearly — — m — 5 to 1 
Ditto and 3 love of the ſecond | . 
nearly — — 41 to 1 
Ditto and 2 love of the ſecond i 1 
ncarly — 400 1- 
Ditto and 1 love of the ſecond is 
-nearly — — 85 85 to 


The above calculations are made with 


the deal. 
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| Againſt the deal. 
Suppoſe A and B are at lay, and that 


A is one game and any number of Points 
in the ſecond deal: 


Firſt game and 9 love of the ſe- 
"cond, is neatly = 1 


Firſt » game and 8 love of the ſe- 


cond (is a little more than) 11 tor 


Ditto and 7 love of the ſecond is 9 to 1 
Ditto and 6 love of the ſecond 


game is OG 7 to 1 


Dirt and 5 love of the ſecond. 


games 1 7; 5 to 1 


Ditto and 4 love of the ſecond | 


game is — — 4 to 1 


Ditto and 4 love of the ſecond. 


Same TY — 4 to 1 
Ditto and 2 love of the ſecond 1 


Ditto and 1 love of the ſecond 


game 1s nearly — 62 to 2 
The uſe which is to be made of the fore- 


going calculations, may be made by di- 
viding the ſtake, according to the tables 
f herewith et down. 


Having 
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| Having thus given the reader a com- 
petent idea of che”! game of Whiſt, as it 1s 
played upon the ſquare, without any fal- 
lacy or impoſition, it may be neceſſary to 
lay before the fair player, as a bcacon to 
avoid being defrauded, the moſt cuttomary 
methods made uſe of to obtain unfair ad- 
Van” 308, | | 
Molt generally when any foul pradtces 
are intended, there is a colluſion between 
at leait two of the players. He who 55 
on the left hand is the 0;-erator, who whilſt 
his partner is dealing, makes the cards 
with the other pack, for his apparent ad- 
verſary, who having betts upon the game, 
is to be the winner. He takes care to be 
the perion to collect the tricks, and diſ- 
poſes of them in ſuch a manner that the 
ſuits lie together; by this means by inſert- 
ing them one by one alternately, the next 
dealer is ſure of a gieat majority if not all 
the trumps. To explain this it will be ne- 
ceſſary to obſerve, that if the cards are 
ſhuffled in ſuch a manner, that ſpades, 


hearts, diamonds, and clubs, follow each 
other 
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other throughout the pack, 
cards be cut in any part, the dealer and his 
partner will have all the thirteen trumps 
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though the 


between them, let them be in either of the 
ſuits, An expert ſhuffler will do this in 


ſuch a manner, as to be unobſerved by 
thoſe who do not ſuſpect any impoſition ; 


but this deſign is always to be ſuppoſed 


when a perſon who makes the cards, takes 


them regularly from the top and bottom, 


one by one, or ſpreads them like a fan, an! 


introduces one between every two fo ſpread, 


or divides the pack in two, and takes them 


one by one from each parcel. All theſe- 


methods will produce the effect when the 


tricks are previouſly diſpoſed of in ſuits. 
It ſuch a ſhuffle only takes place once in a 
game, it is ſufficient to ruin lord Clive in 


8 long run; and I believe his lordſhip, 


though he was unacquainted with the ope- 


rations, has ſeverely felt the effects of it, 
as well at Bath as in London. 
pinch of a game other methods will be 
| purſued, the four honours can eaſily be 
thrown into the hand that is to win when 


Upon a 


3 the 
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the operator deals, by diſpoſing of them in 


the ſame manner in his adverſary's favour, 


and making a nich or bridge! hy beading 


the cards, which the latter is ſure of * 


into, and thereby ſecuring the honours. 


When a connoiſſeur is playing his; 


fair players, an has na one to aſtiſt him, 
it is much more difficult to obtain a wa 
jority of trumps, or the. honours. Im this 


caſe, after his adverſary has made the cards, 


if they are not marked, he will be obl ged 


to ſhuffle them ſideways, in order to view 


the ſuits, and place them properly, after 


which, he muſt have recourſe to one of 


the ſhuffles before mentioned, and perhaps 
the ſlip. The (lp is, when he has ranged 


the trumps or honours at bottom in his 
favour, by a legerdemain, to replace the 
cards when cut in the ſame ſituation, as they 
were before they were cut, after he had 


ſhufle! them. This is a difficult operation, 


and requires much dexterity to ai0iJ de- 
tection, yet there are ſome who have ſo 


much addrels as to do it with the pack 1 in 


one hand, 1 
One 
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One of the family is ſeldom or never at a 
public table by himſelf: there are always 
ſome to bett according to circumſtances, 
and the playing member regulates his game 
accordingly; when they bet for him, he 
does his utmoſt to win, but they moſt fre- 
quently lay againſt him, as he can ſhuMe 
the cards to the advantage of his adverſary 
with more facility than for himſelf; and 
the former will frequently take them at his 
ſhuffle, or make little or no alteration in 
the effect by his ſhuffle. Beſides, he can 
always by his bad play loſe an odd trick or 
two, or, upon an emergency, loſe deal, 
drop a card, or even revoke with impunity. 
Upon theſe occaſions, the betting connoif- 
ſeurs always ſeat themſelves ſo con veniently, 
that either by ſigns, or treading upon their 
confederate's foot, let him know the ſtate 
of the different hands, and occaſionally 
prevent or promote his playing any par- 
ticular ſuit. Theſe pulls ſeldom fail of pro- 
ducing the deſired effect, fleecing thoſe 
who are not in the ſecret. Their ſchemes 


are ſometimes ſo deep, that ĩt t requires cal- 
555 culation 
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culation to know on which fide is the 
weight of metal, that is to ſay, who is to 

win. The playing connoiſſeur will perhaps 
have five pounds upon the game, his aſſo- 


ciate will lay a guinea a deal upon the odd 


trick, a third will lay he ſcores two and the 


next does not, and perhaps a fourth will 
go black or red upon the turn-up card. 
Theſe croſs betts are meant to prevent 


ſuſpicion, and give the fair players an idea 


there is no colluſion amongſt them; and 
periaps for a game or two the cards will 
be permitted to take their fair courſe, till 
at length ſome capital bett is made, and 


then theſe variegated wagers ceaſe, or are 


made amongſt the connoiſſeurs themſelves, 


when it matters not who wins, or-loſes. In 
caſe of any dilpute concerning the game, 


as theſe controverſies are SJ determ ned 


by the majority of the company, they have 


always a number of ſure voices at hand, 
who never fail, right or wrong, to decide 


in behalf of their confecicrate. 


What has here been ſaid relates to public 
play, but their great object is a private 


Part. 
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party. When once they have a | good 
pigeon or two to themſelves, all the prac- 


tices above relited come into play, and 
many more, fuch as having all the cards 


marked, bref cards, or the honours ot a 
larger ſize than the reſt, by which they are 


fare of cu ting to a card without a niche or 


bridge, packs reauy prepared, and occa- 
ſionally changed by the bye-ſtanders. In a 


word, the game of Whiſt is here reduced to 


a certainty in behalf of the Family, and 
therefore every young gentleman who would 
avoid certain deſtruction, is earneſtly re- 
commended never to engage in private 
play, except with ſuch perſons as he is. 


certain would not impoſe upon him. 


Cs ESSAY 
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ESSAY. I. 


Toe chief Amuſement of the Jockey CLus. 


As the Game at Ilazard is the moſt conſtant 
Game played at by this reſpectable Society, 
we have engaged a Gentleman well verſed 
in the Art and Myſtery of Dice, to favour 
us with the following Rules and Artifices of 
this Came; in which the Reader wil. find 
the Legerdemain and Fineſſes praftiſed at 
it from the Peer 10 the Pickpocket, 4 

| ſeemingly autrward, but vey eaſy 1ran- : 


IAtion. 


RULE 8 1 be obſerved at the Came of 

Hazard, with the various Methods made 
uſe of to defraud thoſe who are unac- 
quainted with any more than the fair 
Game. Alſo, ſome Obſervations on the 
Game called Paſs Dice, or Paſſage. 


MONG the many games that are 
eſteemed faſnionable, few are more in 


vogue _ than, chat of Hazard, for which 
leveral 15 
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feveral people aſſign the following reaſons : 
Iſt. That it is the faireſt or moſt upon the 
5 ſquare; and, 2dly, becauſe it is always, 
or moſt generally, plaved at for ready 
money. Thoſe who propagate: theſe opi- 
nions either have a ſuperior knowledge 10 
others in the art of calculation, being ac- 
quainted with many advantages, ſuch as 
wie ſhall explain in the following pages; or 
are entirely ignorant of the game, and think 
they have a mige to make their fortunes 
under the eee of tome particular ſtar. 
We ſhall begin, by opening in the .moſt 
ſimple manner, the method in which this 
game is played, ſuppoſing our reader to 
have never heard of Hazard; differing from 
Mr. Hoyle, whoſe treatiſe ſeems to be fit 
for no one who has not played ſome time at 
thoſe games of which he treats. 1 
Imagine then a number of perſons, to 
the amount of twenty or thirty, ſeated at a 
table. A box and pair of dice being pro- 
duced, they begin to play at Hazard. 
The perſon who takes the box and dice 
throws a main, that is to ſay, a chance for 


C 4. 5 "he 
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the company, which muſt be above four 

and not exceed nine, otherwiſe it is no 

main, conſequently he muſt keep throwing 8 

till he brings five, ſix, leven, eight, or 

nine; this De, he muſt throw his own 

chance, which may be any above three, 

and not exceeding ten; if he throws two 

aces or trois ace (commonly called Crabs) 

he loſes his ſtakes, let the company's 
chance, which we call the main, be what 

it will. If the main ſhould be ſeven, and | 
ſeven or eleven is thrown immediately after, I 


it 1s what is called a Nick, and the caſter | 
(the preſent player) wins out his ſtakes, If | 
eight be the main, and eight or twelve is y 
thrown immediately after, it is alſo called „ 6 
a Nick, and the caſter wins his ſtakes. | 


The caſter throwing any other number for | 
the main, ſuch as are admitted, and brings | 
the ſame number directly afterwards, it is 1 

” 


1 likewiſe termed a Nick, and he alſo wins 4 
j whatever ſtakes he has made. Every three Y 
1 ſucceſſive mains the caſter wins, he pays ( 
# ö half a guinea to the box or furniſher of the " 
i dice. 4 


The 
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The meaning of a ſtake or bett at this 
game ſomewhat differs from any other. If 
a perſon chuſes to lay ſome money with the 
thrower or caſter, he mult put his caſh 


upon the table, within a circle which is de- 


ſcribed for that purpoſe; when he has done 


this, if the caſter agrees to it, he knocks 


the box upon the table at the perſon's 
money with whom he intends to bett, or 
particularly mentions at whoſe money he 
throws, which is ſufficient, and he is ob- 


liged to anſwer whatever ſum is down, 


unleſs the ſtaker calls to cover: in that caſe 


the caſter is obliged to ſtake alſo, otherwiſe 


the betts would be void. It is optional in 


the perſon who betts with the thrower, to 
bar any throw which the caſter may be g going 


to caſt, provided neither of the dice is ſeen; 


if one die ſhould be diſcovered, the caſter 
muſt throw the other to it, unleſs the throw 


13 barred in proper time. 


So much we have ſaid by way of giving 


the greateſt novice ſome idea of what this 


game conſiſts, otherwiſe an utter ſtranger, 
who. has never ſeen a hazard table, might 


b 
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be very much puzzed to find out what the 
company were about. EE 5 
We ſhall proceed now to explain the 


common odds, which are abſolutely ne- 


ceſſary to be underſtood, before any body 
attempts to play or bett at this game. 
The odds are as follow : If ſeven is 


thrown for a main, and four the chance, it 


is two to one againſt the perſon who throws: 
if fix to four is thrown, five to three; if 
five to four is thrown, four to three: 


| ſeven to nine, three to two: ſeven to fix, 
three to two, barring the two trois, with 


the two trois, only ſix to five: ſeven to 
five, three to two: ſix to five, and even 


bett, barring the doublets : or the two trois 
with the trois, five to four; eight to five, 


an even bett, barring the two fours, five to 
four with the two fours: nine to five, 
even: nine to four, is four to three: the 
nick of ſeven is ſeven to two, but often laid 
but ten to three, and five to one you do 


not nick ſix or eight. 


To illuſtrate cheſe calculations ſtill more 


Pa P OY the following table may be ne- 


dene : 


1 


7 to 4 iͤ 2 to 1 
„„ 

>, 2 3 

N 2 
1 . 6 0 Nara 
EL: 
6 I P "Parring two trois 


ts 4 with two trols 


8 5 veven, barring two fours 
ER 155 5 4 with CWO fours. 


9: 5 eben 

The nick of ſeven is ſeven to tuo, often 
laid ten to three. 

The nick of ſix and eight 1 is five to one. 


When a man has made himſelf maſter of 
| theſe odds, fo as to have them as quick as, 
thought, in order to-play the prudent game 

_ (eſpecially if his capital is not very great), 
he ſhould. make uſe of them by way of in- 
ſuring his berts | in what. is called hedging,, 
228 N in 


_ 
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in caſe he thowld not like his chawce ; by 


taking the odds he ſecures himſelf, and 
often ſtands part of his bett to a certainty. 
For example, if ſeven is the main, and four 

the chance, and he has five pounds de- 


pending on the main, by taking ſix pound 


to three, he muſt either win two pounds or 
one pound: and, on the contrary, if he 
does not like his chance, by laying the odds 


againſt himſelf, he muſt ſave in * 
to the bett he has made. 


When a man is at a hazard- table. he 


ſhould obſerve who among the company 
ſeems to be the moſt lucky in throwing 


mains, and back his throws: they may 

even venture to take the odds, when a 
lucky caſter has the box in hand; for 
though one ſhould not build upon luck. 
entirely, there is certainly ſuch a thing as 
one man's being more fortunate than ano- 
ther for a certain time, which opportunity 
every one ſhou!d embrace with prudence, 
but not take it into his head that he may 
have the ſame kind of run, and, as many : 
do, perſiſt in throwing againſt all judg- 


ment or rule whatſoever, 


When 
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V ken: a man Gnds himſelf ! 11 4 bad run 


of fortune, he ſhovild have the reſolution 
to put up with ſome loſs, and leave off for 
that time, and ſhould never imagine him- 


ſelf a loter whilſt he can have an oppor- 
tunity of paying himſelf, provided he 


waits with patience till his turn of good 


fortune comes; but, on the con- 
trary, he muſt look upon himſelf as a ruined 
man if he purſues headlong his own bad 
fortune. | 


When any one is intoxicated at a public 
table, and it is about the time of breaking 


up, it is then the knowing ones begin to 
ſecure upon him what is called cogging the 
dice. They put down loaded dice, or at 
leaſt ſuch as will run to ſuit their purpole 
and even ſteal his money off the table, with- 
out his perceiving it. All theſe tricks have 


been often played upon many who come to 


a hazard-table towards the latter end of 
a night, more eſpecially if they Pen in 
liquor. 


It is neceſſary e vein we pro- 


ceed, to inen the reader, what is meant 
by 
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by ſecuring or cogging loaded dice, &.. 


Thoſe who are adepts in the art of ſecuring, 


would deceive thouſands who believe them 
ſelves thoroughly acquainted with the game. 
They put both the dice into the box, and. 
in ſhaking them, with the help of a quick. 


eye they catch one of the dice with their 


fore finger, and, by dint of great practice, 


will and it upon the table ſo dexterouſly 


with the dots uppermoſt, which they want⸗ 
ed, that it is almoſt impoſſible to know 
that it is not the effect of chance, and one 

die certain is ſufficient, in the long run, to 


exhauſt the bank of England. To make it 


clear, let us ſuppoſe ſix to be the main, and 
the perſon who throws to have ſeven, by 
fecuring a fix every time, he is ſure of not 


loſing, and as ſoon as an ace comes up he 
mult inevitably win. Suppoſe again he has 


fix to five, by ſecuring a five he has no- 
thing to do but throw till an ace comes up, 
to win. Now loaded dice, which form the 
next object under conſideration of a ſtill 
more dangerous nature, are made uſe of by 

way of reducing the throw to a dead cer- 
tainty, 
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tainty, which is done by artfully changing 
the dice, though in this caſe one is alſo 
generally ſufficient to operate ſtrong enough 
to gain the point, and by the help of one 


of theſe doctors (as they are called) many a 


man has been robb d, without having the 
leaſt idea of its being owing to any other 
cauſe but ill- luck. Through fear of de- 
tection another ſort of foul dice are made 
uſe of, ſuch as what they call /haved, which 
are made to run high or low. By throwing: 


them out boldly, or ſtamping them down, 


without giving them their uſual courle, the 
intended purpoſe is anſwered. A man nat 
in the ſecret, by dint of obſervation, may 
make three dice turn to his own advantage, 
when he comes o throw with them him- : 


ſelf. 


We ſhall now mention a circumſtance 
that few who have not attended a public 


hazard table will credit. This is ſtealing 


money off the table, which is thus effected: 
one accomplice offers a bett to the dupe, 
acroſs the table, and calls to cover ; whilſt 


| he is reaching to cover; the other accom- 
Plice | 
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plice on his right hand pretends. to offer a 
bett on the other fide this perſon, at the 

fame time making bold with five or ſix 
guineas, more or jeſs, according to the 

quantity of gold on the table, ſo that it 

may not be immediately miſſed. This is 

all done in an inſtant, and the Flat*, as 
theſe thieves call him, will nd it, with- 
out knowing what becomes of his money. 
Gamblers have alſo a method of what they 

ſtile heaping, which is adding two or three 
pieces of money to their original ſtake, by 

keeping them reſerved in their hand; if 
they loſe, the ſum will be told out ten 

guineas only, but if they win, by this ma- 

nual addition of two or three pieces, the 

bett becomes twelve or thirteen, and con- 

ſequently they receive two or three pieces 
more than their due. 


* Flat means A „ 


I To ſtand it, 29 a phraſe as; gam- 
lers, ff Sgnifying one who * Will bear 10 be im- 


poſea upon. 


A man 
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A man ſhould be very attentive and clear, 
and leave off play in proper time, not to be 


expoſed to the dregs of a public hazard 


table, where every villain has acceſs, and 
every method of roguery, that can be ſug- 
geſted, made ule of to get money. There 
are fraudulent methods uſed x hen ſeated at 
the table but when no ſeat is to be had, 


many raw young fellows are very apt to bett 
behind backs, whereby they are often 


cheated by taking leſs than the odds, ſuch 


as even betts upon ſix or eight to five, 


never thinking of the two trois or quatres. 
Were they ſet at the table, they might 


avoid theſe, as well as many other fraudu- 


lent. means made uſe of when ſtanding be- 
hind, in which ſituation they oe 
can ſcarce ſee the table. 
We ſhall come now from public hazard 
to a private ſet at a tavern, where we may 
ſay no one device is wanting to ruin almoſt 


any man in a very. ſhort time: here one 


wretched victim ſhall be the object of four 
or five, who, in a combination againſt this 
one, cannot poſſibly fail cutting him up, 


with 
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with the help of loaded dice, &c. (as they 
term it) and dividing the prey. It is almoſt 
impeſſiblte to guard againſt a ſet of this 
kind, who, if they had a mind even to play 


fair, by joining their ſtocks together, mult 


ruin him who is alone to encounter againſt 
five or ſix. Conſider the chances of fo 


many againſt one, each ready to affift the 


other, in caſe he ſhould have a run of ill 


luck. No one can loſe but the perſon i in- 


tended to be duped; unleſs he is ſo very 
lucky as to break the whole ſer ; for if any 
one of the combined party wins, none of 
them can be ſaid to loſe, as the ſtock is ſtill 
in the hands of one of them, © © 


We ſhall conclude with what may be 
juſtly termed the Dregs of the hazard play- 


ers, conſiſting of Me and villains of 


every ſpecies, who are conducted from 


place to place by two or three low fellows, 
who find their account in eſtabliſhing what 
they call a filver hazard c ub, and receiving - 


perhaps, from a highwayman or pick- 


pocket, a ſhilling every third or excluſive 


main. Here may be ſeen a ſet of the moſt 
infamous 
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infamous ſcoundrels that can poſtibly be 
imagined, two thirds being ſo fragrant that 
they dare not ſhew themſelves in the day 
time. They aſſemble about the hour of 


ten or eleven, ſometimes at one public houſe, 
tometimes at another, ſhifting their quar- 


ters as often as their lafety requires : ſome- 


times they hire a room in an uninhabited 


houſe, where they meet till they are under 
ſome apprehenſion of the magiſtrates, then 
away the ringleaders fly to another quarter, 
and the reſt follow. 

Our intention here is to warn the un- 
wary from ever dropping into the hands of 


this banditti. Thoſe who conduct this ſo- 
ciety go decently dreſſed, and are con- 
tinually upon the look- out for freſh mem- 


bers: for, as many of their fraternity are 
every ſeſſions hanged or tranſported, it is 
not ſurpriſing they often ſhould have a de- 
| ficiency, Neither is it aſtoniſhing they 
ſhould be deprived of ſo many of their 

or thy members, when we conſider that all 
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the money, in proceſs of time, centers in 
the vagrants who furniſh the dice. = 
At theſe meetings they make uſe of all 
the loweſt devices, ways unſcen or heard of 
any where be.ides. If one of them has loſt 
al! his money, he will ſnatch money off the 
table belonging to a perſon he imagines in- 
capable of defending himlelf. If the 
ſtranger makes the leaſt reſiſtance, a blow 
enſues, and the rogue gains his end by dint 
of boxing, there being generally two or 
three of the bruiſing fraternity who attend 
conſtantly at theſe tables, ſo that an honeſt 
man may be ſaid to hazard a black eye, or 
a good drubbing, if he attempts to ſecure 
his own property. Others of a weaker 
form take opportunities of dipping a walk- 
ing ſtick in the tallow of the candle, which 
they ulc to take off the table any piece of 
money they can reach unſeen. In ſhort, 
the ways and means to rob and cheat at 
theſe meetings would take up a volume to 
deſcribe; ſo that we ſhall conclude by 
giving this advice, never to go among ſuch. 
ſets of low and infamous gamblers. © _ 
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We mult now give ſome mort account of 


; the game called Paſſage or Paſs-dice. This 
game 18 played with thee dice, and much 
i vogue in the Weſt Indies, in France, 
and many other parts of Europe. All 
above ten with doublets win, under ten 
with doublets looſe; nothing is decided 
without doublets. 
ſecure a die, can make his throw about 
two to one in his favour: a ſix or a five 
are the two beſt for that purpoſe; or by 


A perſon who can 


introducing a loaded die, they may equally 
get the ſame advantage. Great ſums of 


money have been won and loſt at this 
game: many reckon it a very fair game, 
| Provided the dice are new and of the beſt 

| kind, However, it is a dangerous game, 
and ſhould be ſuppreſſed. 


—_ of K 


ESSAY III. 


1 Account of the Game of Te ennis, with the. 
Artifices made uſe of by the Knowing Ones, 
o deſtuud the Nobility and Gentry out of 
their Money, endeavonring to proſtitute that 
moſt noble Game, and put it on the footing 


With mary others of a much inferior Claſs. 


=HE game r T ennis is E in mot | 
of the capital cities in Euroge, parti- 


eularly in trance, from whence we may 


venture to derive its origin. Some ſay = 


has been one of the moſt ancient games in 


Chriſtendom ; we know that in England it 
was a noble exerciſe before the time of 


Charies the Firſt. However, we may. ſay, 
that within theſe thirty years it has been 
greatly degraded through thoſe peſts of 
| ſociety called Sharpers, who have made it 
in ſome meaſure anſwer their iniquitous 
purpoſes, in being admitted by their ſu- 
periors to play and bett at diſcretion, where- 


by they find opportunities of deceiving 


them with their eyes open, inſomuch that 
- ! no 
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no o gentleman now is ſafe in either betting 
or playing, for many reaſons, which we 
5 in ihe; following account, attempt to 
make Gear, 


„This game is as intricate as any game 


whatever; a perſon who is totally ignorant 
of it may look on for a month together, 
without Arriving at the leaſt knowledge 
how it is decided. Our deſign therefore is. 
to give as clear an idea of it as poſſible, in 
order to which we ſhall begin with de- 
ſerihing che court or e where it is 
1 


Ni nay Gina or ſeven 60558 VET hi 


three, or tour, is generally about the ſize of 
a. tennis court, there being no exact dimen- 
ſion aſcribed to its proportion, a foot more 
or leſs in length or width. being. of no conſe- 
quence. A line or net hangs exactly travers 
the middle, over which the ball muſt be 
ſtruck, either, with a racket, or board, to 


make any ſtroke good whatſoever. When 


you go into::a tennis court; you walk 
through a long gallery before you turn upon 


your leit to 80 into the Dedans, that is, a 
kind 
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kind of front gallery, where the ſpectators 

- uſually ſtand, into which, whenever a ball 
comes, it tells for a certain ſtroke, This 
long gallery is divided into different depart- 
ments or galleries, each of which has its 
particular name, as follows: from the line 
towards the Dedans, are the firſt gallerv— 


door —ſecond gallery and the laſt gallery; 


which is called the Service- ſide. From the 
 Dedans to the laſt gallery are the figures 1, 
2, 3, 4, 5, 6, at a yard diſtance each, de- 
noting the chaces, one of the moſt eſſential 
parts of this game, as we ſhall hereafter 
demonſtrate. On the other ſide the line 
are alſo the firſt gallery-door—ſecond gal- 
lery, and laſt gallery, which is called the 
Hazard-ſide: every ball ſtruck into the 
laſt gallery on this fide reckons for a certain 


ſtroke, the ſame as the Dedans, as before- 


mentioned. Between the ſecond and this 
laſt gallery are the figures, 1, 2, marking 


the chaces on the hazard-ſide. Over this 


Jong gallery, or theſe apartments, is a co- 
vering, called the Pent-houle, on which 


ory Play the ball from the ſervice-ſide, in 
order 
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order to begin a ſet of Tennis, from which 
it is called a Service. If they miſs putting 
the ball (fo as to rebound from the pent- 
| houle) over a certain line on the ſervice. ſide, 
it is deemed a fault; two of them are 
reckoned for a ſtroke. If the ball rolls 
round the pent-houſe, on the oppoſite ſide 
of the court, ſo as to fall beyond a certain 
line deſcribed for that purpoſe, it is called 
Paſſe, reckons for nothing, and the play er 
muſt ſerve again. 
On the right hand ſide of the court from 
the Dedans is what they call the Tambour, 
a part of the wall which projects more than 
the reſt, in order to make a variety in the 
; ſtroke, and render it more difficult to be 
returned by the adverſary; for if a ball 
b ſtrikes the tambour, it varies its direction, 
4 and requires ſome extraordinary judgment 
; 


to play it over the line. The laſt thing on 
the right hand ſide is calle. the grill, where- 
in if "the ball 1s ſtruck, it is reckoned allo 
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tio above five games muſt be won on one 
Aide or the other, ſucceſſively, to decide; 3 
or, if it comes to ſix games all, tw Wo 
games mult {til} be won on one fide to 
conclude the ſet; ſo that an advantage ſet 
may laſt a confiderable time, and the court 


is paid more for theſe ſets than any other. 


We muſt now deſcribe the utility of the 
chaces, and by what means theſe chaces 
decide or interfere ſo much in the game. 
When the player gives his ſervice, in order 


to begin the ſet, his adverſary is ſuppoſed 


to return the ball, wherever it falls after 


' the firſt rebound, untouched ; for example, 


if at the figure 1, the chace is called at a 


yard, that is to ſay, at a yard from the 
Dedans; this chace remains till a ſecond 


ſervice is given, and if the player on the 
ſervice ſide lets the ball go after his adver- 
ſary returns it, and if the ball falls on or 
between any one of theſe figures, we will 
ſay between 5 and 6, they muſt change 
ſides, for he will be then on the hazard de 
to play for the firk chace, which if he wins 
by ftriking the ball fo as to fall, after its 
frdt rebound, nearer to the Dedans than the 

— 888 : 
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figure one, without his adverſary's being 


able to return it from its firſt hop, he wins 


a ſtroke, and then proceeds in like manner 


to win a ſecond ſtroke at 5 and 6, &c. If 
a ball falls on a line with the firſt gallery, 
door, ſecond gallery, or laſt gallery, the 
chace is likewiſe called at ſuch or ſuch a 
place, naming the gallery, &c. When it 


is juſt put over the line, it is called a chace 
at the-time. If the player on the ſervice- 


ſide returns a ball with ſuch force as to 
ſtrike the wall on the hazard-ſide, fo as to 
rebound, after the firſt hop, over the line, 


it is alſo called a chace at the line. 


The chaces on the hazard ſide proceed 
from the ball being returned either too 
hard, or not quite hard enough, ſo that 
the ball, after its firſt rebound, falls on 

this ſide the line which deſcribes the hazard- 


ſide chaces, in which caſe, it is a chace at 
1, 2, &c. provided there is no chace de- 
pending, and according to the ſpot where 
it exactly falls. When chey change ſides, 
the player, in order to win okay chace, 


muſt put the ball over the line, any where, 


ſo chat his adverſary not return it. When 
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there is no chace on the hazard fide, all 
balls put over the line from the ſcrvice hide, | 


without being returned, _ reckon. 


The marking of che game is the next 
thing we muſt A «hich is very <:fi- 


cult, and depends greatly upon the marker, 


who ought to be very mindful of the chaces, 


the game relying chiefly upon falling of 


the ball on a particular line or figure. Inftad 
of its being marked one, two, three, iour, it 


is called fifteen, thirty, forty, came, unleſs 
the players get four ſtrokes each ; then, 
inſtead of calling it forty all, it is called 


Deuce, after which, as ſoon as any ſtroke. 
is got, it is called Advantage, and in caſe 
the ſtrokes become equal again, Deuce again; 


till one or the other gets two ſtrokes follow- 
ing, to win the game. 


To avoid trouble, there are always a 
great number of balls in uſe, which are 

handed to the players in baſkets, by which 
means they may play as long as they pleaſe, 


without ever having occalion to ſtoop, 


which greatly ſhews a nobleneſs in this 


game, pecular to itſelf. 


After 


allowed to be a great judge, offers to back 
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Ke giving our ads thus far 1 


_ his of the game, we ſhall point out thoſe 
methods of defrauding, made uſe of by 
many who live by attending the tennis- 
courts 3 and endeavour, if poſſible, to 
open the eyes of teveral of cur nobility, 
who have felt ſevere ſhocks from their ad- 
mitting theie people to play, bett, and 
even make matches for them, whereby 
they are certain of loſing cheir money. 
Sharpers will often make a match becween 
a nobleman and one of the markers, who, 


in general, are the beſt players, and per- 
ſuade the nobleman that he has the beſt of 
it; oae of them, who is reckoned one cf 


the belt judges in E noland, to Convince 
him, will back him for five or ten pounds, 
and make the bett, (which all the time is a 


ſham one) with his accomplice, who offers 


to lay my lord fifty more that he loſes; my 
lord accepts the bett, and loſes. They 


then perſuade him he is out of play, and 
the marker gives my lord greater odds, in 
conſequence of which, the ſharper, who i is 
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my lord for an hundred, no one will take 
him up, in order to make my lord have a 
good opinion of the match; my lord offers 


to lay, but the ſum being not ſufficient, no 


one betts with him, ſo that my lord plays 


for little or nothing, and the marker, who 


is in the ſecret, lets him win the ſet; upon 
which a match is made for an hundred or 
more, the odd ſet in five or ſeven; my 


lord is let to win the firſt ſer, and then lays 
odds, to the amount of five or ſix hundred, 


this ſharping judge ſeeming all along to 


back my lord, and the ſets 'becoine equal, 


two and two, or three and three; however, 


the marker wins, to the ſeeming great aito- 
niſhment of him who backed my lord, de- 


claring It to be a near thing; and my lord 
is well ſatisficd with loſing his money, to 


what we may call a dead certainty: for it 


is to be obſerved, that the game of tennis 


admits of very little chance, fo that the 
ſuperior player may win hollow, if he 


pleaſes, having but three to two the beſt 


ob it at ſtarting. 
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"The marker. who plays upon theſe oc- 
 cafions, g gets in proportion, and even hira 
who mirks the games, comes in for a ſhare 
of the plunder, not undeſervedly; becaule, 
in caſe the ſet is run hard, it is in his power 


to mark a chace wider or cloſer, in favour 


of his brother marker, who is playing, by 
which means many a ſet is won or lott. 


In the Dedans there are often a number of 


yourg gentlemen, who know little or no 


thing of the game, who think it becomes 


them, as men of faſhion, to bett. Ther 
are always dupes to the knowing ones, Wha 
lay in wait fur them, and generally entrap 


them by making ſham betts one with ano— 


ther, and thereby lead them on to lay their 
moncy, as the ſharping judge ſcems t& 
bett; for many of theſe novices have no 
opinion of their own upon theſe occaſions, 
but are entirely guided by thoſe they ima- 


gine to be judges. They often boaſt of 


their loſings, and being on the ſame ſide: 
with Mr. ——, who is as good a judge as 
any in England; their money to them 1s: 
of the leait conſequence, provided they are 


mought knowing by their comrades. 
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Another Gpecies of cheat! ing has been at- 
tempted within theſe few years, by a marker 
and a capitol player; in playing a match 
with a gentleman, he has thrown away the 


ſets, palpably by deſign, to win money tor 
the ſharpers, with whom he was in league; 
but it being done too bare-faced, his "cha: 
racter was entirely blaſted as a marker, and 


nobody ever backs him ſince for any thing 
of conſequence. A marker ought to be 
particularly careful in preſerving his repu- 
ration, for on that totally depends _ 
bread : when once he iS found out it is all ; 


over with him. 


When any of theſe pretended oentlemen 


play with a nobleman, they never play 
within fifteen or thirty of their game, con- 


ſequently they have them in tow, and can 
do as they pleaſe with them. If a capital 


bett offers, and their friends take the 
odds, &c. they can then ſeem to make 


what they call a tight thing of it, and win 
the ſet to almoſt a certainty at laſt, ſo ſure 


are they that chance can never intertere o 
ſtrongly as to  overict them. 
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So various are the deceptions of this 
game, that it is almoſt impoſſible for a 


ſtranger to go into a tennis-court, and 
bett, without loſing his money; in ſhort, 
there are wheels within wheels; and to 
_ enumerate the different fineſſes made uſe of 
by the ſharping tennis players, would be 
more than poſſiole, as there are new inven- 
tions daily practiſed to decoy and enſnare 
the unwary : ſo proſtituted is this noble 


game to what it uſed to be, that inſtead of 


ſeeing only perſons of the firſt rank in 
England, as formerly, we ſee the Dedans 


now thronged with ſome of the moſt no- 


torious ſharpers i in London. 


From what has been ſaid, it muſt plainly 


appear, that no novice can expect to win 
by betting in a public tennis-court upon 
ſtrangers; and that when they back their 


friends againſt them, they have no chance 


of winning, as it is a rule with a profeſſed 
rennis-player, never to make a match with 
a pigeon that he cannot win when he 
pleaſes. Nay, when two acquaintance play 
together, and theſe Judges interfere, they 
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will fleece the youngeſt or moſt i inexpert at 
the game, as they preſently diſcern who is 
the beſt player, and lay their money ac- 
cordingly. We cannot therefore ſum up 
this account better than in adviſing young 
gentlemen never to play at this game but 
merely for their amuſement, and to let the 
Family have all the berts to themſelves. 


ESSAY 
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ESSAY Iv. 


. ien of the Game of Cards, called 
- Lanſquenet, the Fanuer in which it is 
played in moſt Part of Europe, with the 
different Methods of cheating at this Game, 

by which means many Foreigners ond Na- 
tives have ſubf, Med in this 7 ow 7 for ſeveral 

#) ears. ” 


Ts 5 may be played at by almoſt 
any number of people, although only 


one pack of cards is uſed: at a time, that 
is to ſay, during the deal. The dealer, 
whom ſome think has an advantage, begins 
by ſhuffling the cards, and having them 

cut by any other perſon of the party; 


after which he deals out two cards on his 
left-hand, turning them up,. then one for 


himſelf, and a fourth, which he places in 
the middle of the table, for the company 
called the rejouiſſance card. Upon this. 
card, any, or all of the company, except 
the dealer, may put cheir money, Which. 


the 
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the dealer is obliged to anſwer, by ſtaking 
an equal ſum to the whole that is put upon 
it by different perſons. He continues deal- 
ing and turning the cards upwards one by 
one till two of a ſort appear; for inſtance, 
two aces, two duces, &c. which in order 
to ſeparate, and that no perſon may miſtake 
for ſingle cards, he places on each ſide of 
his own card; and as often as two, three, 
or the fourth card of a ſort come up, he 
always places them, as before ſaid, on 
each ſide his own. Any ſingle card the 
company has a right to take and put their 
money upon, unleſs the dealer's own card 
happens to be double, which often occurs 
by his card being the ſame as one of the 
two hand cards which he firſt of all dealt 
out on his left hand: thus he continues 
dealing till he brings either their cards, or 
his own. As long as his own card remains 
undrawn he wins; and which ever card 
comes up firſt, loſes. It he draws or deals 
out the two cards on his left, which are 
called the hand- cards, before his own, he 


18 entitled to deal again; the advantage of 
which 
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8 is no other, when fair play prevails, 
than his being exempted from loſing when 
he draws a ſimilar card to his own imme- 
diately after he has turned up one for him- 
ſelf. 


So far we may ;uſtly ſay this game is fads 


If the dealer has a trifling advantage, each 


has the ſame in his turn, if he chuſes to 


deal; many declining the deal, becauſe, if 
unlucky, they may loſe conſiderably, being 


obliged to anſwer the whole that 1s played 


for, 


This game is often pan more ſimply 


without the rfoullſance card, giving every 


perſon round the table a card to put their 


money upon. Sometimes it is played by 
dealing only two cards, one for the dealer, 
and another for the company. 


We ſhall now endeavour to ſet forth the 


iniquitous, or unfair part of this game, by 


laying open the fraudulent practices through 


combinations and flight of hand, at which 
the foreigners more particularly are ſo re- 
markable and expert. This game depends 
genie vo the ſhuffling and cutting; con- 


8 0 
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ſequently if the dealer can N by 

means of a ſlight 1 in ſhuffling, either fix the 
card which is to win the rejouifſance two 
or three cards from the rejouifance card, or 

place the three cards ſimilar to his own 

near the bottom, he muſt win the rejouiſ- 
N ſance, or every other card upon the table. 

After he has thus fixed upon them by dint 

of a manceuvre, which nothing but the 
greateſt practice can make him maſter of, 
he ſeems to ſhuffle and mix them extremely 
fair, and gives them to be cut by any of 
the company, Now here comes the fal- 
lacy z one of the ſet, who ſeems to be quite 
an indifferent perſon, but who is at the 
ſame time in league with the dealer, cuts- 
the cards juſt in the nick, or what the fo- 
reigners call 4e point, or bridge, ſearce 
diſcernible to any but thoſe in the ſecret; 
when once cut, the dealer is ſure of his. 
point, The perſon who cuts the cards is 
the very firſt to put upon the rejouiſſance 
card, in order to-entice the dupes to follow 
his example; in conſequence of which the 
dealer makes a great hand, and repeats 


his deal. : 
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There are likewiſe other methods of 
cheating without the help of an accomplice 
to cut the cards: theſe are effected by 2 

moſt dextrous method of flipping the cards 

after they are cut, which the foreigners 
greatly excel in; or, what is ſtill more ſur. 
prizing, in the courſe of their ſeeming to 
ſhuffle them, they can throw them into 
ſuch an order as to be almoft ſure of win- 
ning, let who will cut. This is done by 
ſhuffling them one by one on the table, 
and marking the cards wanted; ſometimes 


it is done by taking them up and placing 


them in rotation, all which is performed in 
an inſtant, the dealer ſeeming at the ſame 
time to ſhuffle them — in order to 
mix them. 
Foreigners, who tle themſelves conmoil; 
ſeurs, are fo particularly artful at this game, 
that it is ſcarce poſſible for any perſon what- 
ſoever to deceive them, It has been 
known at a certain coffee-houſe at the weſt- 
end of the town, that a card-maker was 
bribed to ſend a number of packs of cards, 
ready marked, according to the direction 


- 
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of an Engliſh ſharper, who uſed to make 
one of this ſociety of Lanſquenet players, 
imagining to have a ſtroke ſuperior to any 


of thoſe foreigners, but before the cards 


were dealt out by the perſon in the ſecret, 
one of the foreigners ſtopt him in his career, 


and produced the marks of each pack, in- 
fiſting upon opening them to prove that 


he was right in his conjecture : the conſe- 


quence of which was, a ſtrict enquiry how 


theſe ſeveral packs became thus marked ; 
the card-maker was produced, and after 


much altercation and many threats. (the 
card- maker pretending he was innocent, 
and that one of his journeymen muſt have 


been in league with ſomebody that employ- 
ed him) he loſt the cuſtom of the houſe. 
After what has been ſaid, it is plain that 
this game is very dangerous, as no one, 


| who is not verſed in all the operations made 
uſe of upon the cards, can poſſibly have a 
fair chance, every Frenchman or Italian, 


belonging to this ſociety, being in con- 
junction one with another, and always 
upon the look out for pigeons, who, when 
they 
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they can once get them at this game, never 
leave them till they have picked them to the 


very bone. Many knowing: ones of this 


country have been deceived by the extra- 
ordinary manceuvres of theſe foreigners; 
imagining to fleece them, they have them-_ 
ſelves been ſtripped. of _ ſhilling they 


had in the world. 


ESSAY 
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We SAT YT 


Giving an Account of the Game of Piquet, 
0 the Rules and Laws for playing it. 
 Aljo the Artifices and fraudulent Methods 
that are practiſed by To to. gain 
undue coat ad 


TI game of Piet is played by two 
perſons only, and with thirty- two: 
cards, viz. the ace, king, queen, knave, 
ten, nine, eight, and ſeven, of each ſuit; 
and theſe cards keep the ſame rank in 
which they are here placed; the ace being 
above the king, and ſo on. In telling the 
game the ace counts eleven, the king, 
queen, knave, ten each, and the ſmall. 
cards each according to the number of 
their pips, ten, nine, eight, or ſcven. 
When you have agreed what to play for, 
and how many points ſhall make the game, 
you then cut for deal, and he that gets the 
loweſt piquet card, deals firſt, in order to 
which he ſhuffles the cards, and preſents 


them to the elder hand, who, if he * 
may 
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c may huſtle them likewiſe, in whinh caſe 


the dealer has a right to ſhuffle them a 


| ſecond time. Being cut only once, or a 


card being dropt, the dealer is entitled to 


ſhuffle them over again. The cards are to 


be dealt by two and two, or three and 
three, and the deal is to be continued in 
the ſame manner, in which it began, 
throughout a whole party, unleſs the dealer 
ſhall declare at any time before ſhuffling, 
that he intends to change it. In this man- 
ner cach player is to have twelve cards dealt 
him, and there will then remain eight cards, 


which are called the Talon or Stock, and 
are to be placed on the board between the 


two players. 


General Rull xs for playing at PIQUET, 
You are to play by the ſtages of your 
game; what is meant by them, is, that 
when you are backward in the game, or 


behind your adverſary, you are to play a 


oo pong game, oiherwiſe you are to make 
twenty 


3 Annals of Gaming, 


twenty-ſeven points elder-hand, and thirteen 
Pvints younger hand; and you are always 
to compare your game with your adver- 


ſary's, and qucard accordingly. 


You are to diſcard in expectation of win- 


ning the cards, which is ſo eſſential a part 


of the came, that it generally makes twen- 


ty-two or twenty-three points difference; 
therefore you are not to diſcard for low 


guatorze, ſuch as three queens; three knaves, 


or three tens, becauſe in any of theſe caſes, 
the odds are three to one, elder-hand, that 
you do not ſucced, and ſeventeen to three 


younger-hand ; for let us ſuppoſe you 


ſhould go for a guatorze of queens, knaves, 


or tens, and throw out an ace or a king, 


by ſo doing you run the riſk of loſing above 


twenty points in expectation of winning 
fourteen points. 


"0. 


At the beginning of a party you are to 


play to make your — which i is twenty- 
; * 
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4 points elder- hand, and thirteen points 
younger hand; therefore, ſuppole you are 
elder- hand, and that you have a ferce major, 


and the ſeven of any ſuit, it is five to two 
but that you take in one card out of any 


four certain cards; therefore, ſuppoſe you 
' ſhould have three queens, three knaves, or 

three tens, you are in this caſe to diſcard 
one of them preferably to the ſeven of ſuch _ 


a ſuit, becauſe it is three to one that you 
do not take in any one certain card, elder 


hand, to make you a quatorze, and conſe- 
quently you diſcard the ſeven of ſuch a {uit 


to a | great di advantage. 
IV. 


If your adverſary is greatly before you in 


the game, the conſideration of winning the 
cards muſt be put quite out of the queſtion; 
therefore ſuppoſe you ſhould have a quart 
to a queen or a quart to a knave; in which 
cCaſe it is only about five to four, being elder- 


hand, but that you take in a card to make | 


vou a quint, and about three to one but that 
you take 1 in a queen, a knave, or ten; and 


Thould. 
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| ſhould you have three of either dealt you, 
it is good play to make a puſh for the game, 
particularly if it be ſo far advanced as to 
give you but little Chance for 1 it in another 


deal. 
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. 
To gain the point, generally makes ten 
points difference; therefore, when you diſ- 
card, you muſt endeavour to gain it, but 
not riſk the loſing of the cards by ſo doing. 
[ = 

The ſaving of your lurch, or the lurch- 
ing your adverſary, 1s ſo material, that you 


ought always to riſk ſome-points to accom- 
| pu either of them. 
VII. 

If you have fix tricks, with any winning 
card in your hand, never fail playing that 
card; becauſe, at leaſt, you play eleven 
points to one againſt yourſelf by ſo doing, 
unleſs in play you diſcover what cards your 
| adverſary has laid out. 


VILL If 
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VIII. | 


1f you are greatly advanced i in the game, 


as ſuppoſe you are eighty to fifty, in that 
caſe it is your intereſt to let your adverſary 
gain two points for your one as often as you 
can, eſpecially if the next deal you are to 
be elder hand; bur if, on the contrary, you 
are to be younger-hand, and are eighty-ſix 
to fifty or ſixty, never regard the loſing two 


or three points for the gaining of one, be- 
cauſe that point brings you within your 
ſhe w. | 


Tx 


The younger-hand is to play upon the 
defenſive; therefore, in order to make his 


thirteen points, he is to carry gerces, quaris, 
and eſpecially to ſtrive for the point; but 
ſuppoſe him to have two zerces from a king, 
queen, or knave, as it is twenty-nine to 
twenty- eight that he ſucceeds, he having in 


that caſe four certain cards to take in to 


make him a quart to either of them, and, 


2 ps thereby — a Pique, Cc he ought 


| preferably 
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preferably to go for that which he has the 
moſt chance to ſucceed in; but if, inſtead 
of this method of play, he has three 
| queens, knaves, or tens, and ſhould attempt 
to carry any of them preferably RE 5 
others, the odds that he does not ſucceed 
being ſeventeen to three againſt him, he con- 
ſequently diſcards to a great diſadvantage. 
The elder or younger- hand is ſometimes 
to ſink one of his points, a ferce, or three 
kings, queens, knaves, or tens, in hopes of 
winning the cards; but that is to be done 
with judgment, and without heſitating. 
XI, 5 
It is often good play for a younger- hand 
not to call three queens, k naves, Sc. and 
to ſink one card of his point, which his ad- 
verſary may ſuppoſe to be a guard to a king 
or queen. : EE 
5 . 
The younger hand having the cards 
equally dealt him, is not to take in any 


card if thereby he runs the riſk of loſing 
them, 
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Points, and fave the cards, 
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them, unleſs he is very back ward in the 


game, and bas then a ſcheme for a great 


XIII. 
II che younger-hand has a probability of 


Going or winning the cards by a deep diſ- 
card. As for example: ſu; pole he ſhould 
have the king, queen, and nine of a ſuit; 
or the king, knave, and nine of a ſuit; in 
this caſe he: may diſcard either of thoſe 
ſuits, with a moral certainty of not being 


attacked in them; and the odds that he 


does not take in the ace of either of thoſe 
ſuits being againſt him, it is not worth his 
while to diſcard otherwiſe in expectation of 


luccceding. 
XIV. . 


Tbe younger- hand having the aces 


dealt him, it is generally his beſt play to 
throw out the fourth ſuit, 


. XV. 
The younger-hand is generally to carry 
guard to his quzen-ſuits, in order to make 


- 
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XVI. 
When the younger-hand obſerves that 
the elder-hand, by calling his point has five 
cards which will make five tricks in play, 
and may have the ace and queen of another 
ſuit, he ſhould throw away the guard to 

that king, eſpecially if he has put out one 
to that ſuit, which will give him an even 
chance of ſaving the cards. 

XVII. 

If the elder hand has a guart to a king 
dealt him, with three kings and three queens 
(including the king to his quart) and that 
he 1s obliged to diſcard either one of his 
4s to the King, or to diſcard a king or 


queen. 
Query. Which 3 18 the beſt for bim to diſ- 


card? . 
Anſwer. The chance for taking in the 

ace or nine to his quart to a king being 
one out of two certain cards, is exactly 
equal to the taking either a king or queen, 
having three of each dealt him; therefore 


* 


Amals of Geminy, | - 75 


he is to diſcard: in ſuch a manner as 
gives him the faireſt Probability of winning 
the cards. | 


The foregoing caſe may be 2 a 


rection to diſcard in all caſes of the like 


nature, either for the elder. or younger | 
hand. x 


VV 
Suppoſe the elder-hand has taken in his 


five cards, and that he has the ace, king. 


and knave of a ſuit, having diſcarded _ 


of that ſuit : he has alſo uk ace, king, 
knave, and two {mall cards of another ſuit, 
but no winning cards in the other ſuits. 


Query. Which of thele ſuits is he to play 


from, in order to have the faireſt chance of 
winning, or ſaving the cards? 


pA He is always to play from the 


ſuit of which he has the feweſt in number; 
becauſe if he finds his adverſary guarded 


there, the probability is in his favour that 


he is unguarded in the other ſuit; and 
ſhould he play from the ſuit of which he 
: has the moſt in number, and finds his ad- 


E : - _ ͤĩ 
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verſary's queen guarded, in that caſe he 
has no chance to fave or win the cards. 
. ©: © ä 

If the elder-hand is ſure to make the 
cards equal, by playing them in any parti- 
cular manner, and is advanced before his 
adverſary in the game, he is not to riſk 
the loſing of them; but if his adverſary is 
greatly before him, in that caſe it is his in- 
tereſt to riſk the loſing of the cards in ex- 
pectation of winning of them, 


Laws of; the Goite at PIQUET. 


I. THE elder-hand 3 18 obliged to lay o out 
one card. 

EE 1 the elder- kind takes in one of the 
three cards which belong to the 9 . 
hand, he loſes the game. 13 

III. If the elder. hand in taking his five 
cards, ſhould happen to turn up a card 
belonging to the younger and, he is to 
reckon bing that deal. 

IV. If the elder or younger- hand lay 
wich thirteen cards, he counts nothing. 


„ 
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V. If the elder: hand has thirteen cards 
dealt him, it is in his option. whether he 
will ſtand the deal or not; and if he chuſes 
to ſtand the deal, he 1s to diſcover ir, and 
to dilcard five 1 to take in four 
only. | 
VE uf the elder or younger- hand reckons 
what they have not, they count nothing, 
VII. If the elder hand touches the ſtock 
aſter he has diſcarded, he can net alter his 
of ſcard. . 
e card | is faced, and it ha appers 
| ro be diſcovered either in the dealing, or in 
the ſtock, there muſt be a new dea! „ unleis 
it be the bottom card. 

wn [f the dealer turns up a card i in dea!- 

„ belonging to the elder-hand, it is in 
he option 15 the elder-hand t to have a new 
deal. 

X. If the vou kinky) takes in five 
- cards, it is the loſs of the game, unleſs the 
elder-hand has left two cards. 

XI. If the elder hand calls forty- one ap | 
his point, which happens to be a guart 
major, and it is allowed to be good, and 
VE. ly 
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only reckons four for it, and vlays away, 5 
in this caſe he is not entitled to count d 
more. 
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{  - 8 ; 
If the elder hand ſhews a point, or 
quart, or terce, and aſks if they are good, 
and afterwards forgets to reckon any of 
them, it bars the younger hand from reck- 
oning any of equal value, 


XIII. 
Quarte - blanche counts firſt, and con- 
ſequently ſaves piques and repiques: it 
alſo piques and repiques the adverſary in 
the ſame manner, as if thoſe points were 
feckoned in any other way. 

„„ 
Duarte - blanche reckons before any 
thing elſe; but need not be ſhewn till the 
adverſary has firſt diſcarded; only if you 
are elder-hand, you muſt bid the younger 
hand to diſcard for guarte-blanche;, which 
after he has done, you ſhew your #lanche 
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by counting g your cards down one after an- 
You are to cut two cards at the leaſt, 


AV . 


1. you call; a point NY ind do not Nw 


you reckon nothing for it; and the 
younger hand may ſhew,, and reckon his 
point. | 
| XVII. 

If you play with eleven cards, or fewer. 
no penalty attends = 


XVIII. 


If the elder hand leaves a card, and 


after he has taken in, he happens to 
put to his diſcard the four cards taken in, 
they muſt remain with his difcard, and he 


only play with eight cards, VIZ, thoſe added 
to his diſcard, a; | 


3 XIX. 

If the younger hand leaves a card or 
cards, and mixes it with his diſcard be- 
E . fore 
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fore he has ſhewn it to the elder-hand, who. 
is firſt to tell him what he will play, the 
elder hand is intitled to ſee his whole dif- 
card. 


XX. 

If the younger hand leaves a card, or 
cards, and does not ſee them, nor mixes 
them to his diſcard, the elder hand has no 
right to fee them; but then they muſt re- 
main e whilſt the cards are playing, 
and the younger hand cannot look at them 
neither all that while, 


RR J. 


If the younger hand leaves a card or 
cards, and looks at them, the elder- hand 
is intitled to ſee them, firſt TI what 
| ſuit he will lead. 


If the dealer deals a card too many, 
or too few, it is in the option of the elder 
hand to have a new deal; but if he ſtands 


the deal, he muſt leave three cards for the 


younger hand. 5 
Tou 
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XXIII. 


Vou are, in the firſt place, to call your 


point; and if you have two points, if 
you deſign to reckon the higheſt, you are 
to call that firſt, and are to abide by One: 


| firſt call, 


xxav. 


Your are to call your terces, quarts, ; 
cingues, &c. next; and to call the higheſt 
of them, in caſe Jou deſign to reckon 


them. 


XXV. 


You are to call a quartoze preferable to 


three aces, &c. if you deſign to reckon 
them. 


XXVI. 


If you call a terce, having a quart in 


your hand, you muſt abide by your: firſt 
call, 


We ſhall 1 now oive the different methods 


made uſe of by ſharpers to win, or rather 
E 5 detraud 
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defraud thoſe who flatter themſelves they | 


can play this game well; and the more in- 


tent they are in adhering to the niceties of 


the game, the more liable they are to fall 
victims to the artifices we ſhall here ex- 
Plain. 


in order to take i in ſome who are fond of 
laying money, the following manceuvre is 
practiſed : they pretend great earneſtneſs 


in their play, conſequently ſeem to ſhuffle | 
the cards in order to mix them thoroughly, 
at the ſame time the one is preparing the 


cards for the other to deal, leaving, for ex- 
ample, the aces and the major part of a 
ſuit, either on the top or at the bottom of 


the pack; theſe cards being known by 
the dealer to be there placed, he takes the 


cards, ſeems to ſhuffle them, but inſtead of 
ſo doing, by dint of great dexterity, owing 
entirely to practice, he inſerts ſuch cards 
which are of little or no uſe, ſo that they 


may in dealing either come to himſelf or 


playfellow, according as the plan is laid, 


and which of the two is to win the dupe's 
money 


Suppoſe two ſharpers playing together 
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money which is layed. When the cards 
are thus ſhufled or fixed, by a kind of 


final ſhuffle, he makes a bridge, or open 


ing, in which the elder at hand is to cut 


the cards, ſo that they muſt of courſe come 


according to their wiſh. A third perſon is 


generally planted to make the bets, to take 

off any ſuſpicion which might otherwiſa 
ariſe, if the players themſelves were to 
„ 
When a ſharper i is playing to dupe his 


adverſary, one of his accomplices pretends 


to back the dupe; under which pretence 
he takes the liberty of looking over his 


hand of cards, and in the courſe of the 


game, will, by ſigns, pre-eſtabliſhed be- 
tween them, inform his companion who is 
playing, what ſuit is the weakeſt in the 


dupe's hand; and by his waiting each time 


for theſe ſigns before he diſcards, can al- 
ways keep in his hand as many of his ad- 
verſary's weak {uit as are neceſſary to bear 
mis point in it, which allo gives him a bet- 
ter chance of taking in. This is one ad- 


vantage which accrues- from ſigns, and ü is 
© reckoned 
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reckoned a very ſtrong one; but there are 
ſeveral others, ſuch as knowing what cards 


to play, to win the cards, by an intimation 


of the adverſary's diſcards, &c. &c. So ef- 
fectual are the pulls by Cons, that no one 
who plays at this game ſhould, under an 
pretence whatſoever, permit his hand of 
ids to be ſeen. 


Another method of cheating is made uſe 


of, by firſt marking the cards, then ſhuf- 
fing them, and inſerting them as we have 
before-mention:d, ſecundem ariem, then | 
give them to be cut by the adverſary ; 
this done, in putting the under part of the 


pack upon the reſt, and in taking them up, 


the left-hand little finger is fixed between 


the diviſion of the pack, and by the help 


of the right hand, which covers the whole, 
the grand ſlip is performed, and is by 


many done ſo imperceptibly, that the 


quickeſt eye cannot poſſibly diſcern it ; by 
theſe means they deal themſelves either a 


Pique or a repique whenever they pleaſe, 


However, this requires great practice, and 
there are but few, except Jonas, and ſome 
= of 
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of his profeſſion, who can do it as it ſhould 

be, we mean flipping the cards only, None 
of theſe public profeſſors of legerdemain 
are ever able to prepare the cards for any 
uſeful purpoſe at play ; by their ſlip they 
indeed ſhew many tricks upon the cards, 
and make many believe cy are conju- 
Ters, 


Two things by way of advice we - ſhall 


give to thoſe who play this game, the firſt 
is to be very vigilant, when the adverſary 


looks at his diſcard, for many have been 


deceived by his changing them with ſuch 


addreſs, that they have been impoſed upon 


in this reſpect whole evenings, and thereby 


invariably loſt their money. Every time 


your adverſary touches his diſcard, under 


pretence of regulating his game, be ſure 


you keep your eye upon him. Secondly, 
and laſtly, when your adverſary deals, ob- 


ſerve his hand, for if certain cards are 
marked, ſuch as the aces, he will by ſlight 


5 deal them to himſelf, by dealing you or 
himſelf only one card, according as he finds 
them ſituated, In ſhort, this game re- 


quires 
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quires great knowledge of cards in general, 


and no one ſhould play at it, unleſs he is 


acquainted with every thing that can be 

done upon the cards, by the * 5 
Jonrurs de profeſſion. _ 
If the reader ſhould be at at a ſtand to 

know the meaning of any terms uſed here 

by the connoiſſeurs, by recurring to the 
game of Whiſt, No. 2, he will moſt pro- 
1185 have all his doubts removed. 
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ESSAY vill. 


An A: count of the 8 of Billiards, with 
the Rules and Odds : The different Kinds 
of Games played on à Billiard Table: Alſo 
the Stratagems and Art ifices of Sharpers t _— 
 Impoſe and cheat, 


Tue game of Billiards was originally 


ad in France, when it was 


played in a different manner from what it 


is at preſent, by having a pals or iron in 


the table, which is now laid aſide. A 
table is generally about twelve feet long 


and ſix feet wide, covered with fine green 


cloth, and ſurrounded with cuſhions to 


prevent the balls rolling off, and make 
them rebound. There are fix holes, nets, 
or pockets, to receive the balls; theſe are 


placed at the four corners, and two in the 
middle oppoſite each other, to receive the 
balls, which when put in their holes are 


called hazards, The making of a hazard, 


that is putting the adverſary's ball in at the 


common game, reckons two in favour of 
the 
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the player. The following are the rules 2 
generally obſerved at the winning or uſual | 


game. 


For the lead, put the ball at one end, 


and play to be neareſt the cuſhion next to 


you. 


„ 


'T he neareſt to the cuſhion is to lead, „ 


and chuſe the Ta if he pleaſes. 
III. 
The leader is to place his ball at the nail, 


and not to paſs the middle pocket; and if 
be holes himſelf, he loſes the lead. 


IV. 
He that Gans the leader muſt ſand 


within the corner of the table, and not 


Place his ball beyond the nail. 5 
V. He 


a o bn % 1 + Sa 
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He that plays upon the running ball, 
jokes one. 


. ä 
He that touches the bal tyice, and 


moves It, loſes one. 


3 VII. 
He that does not kit his adverſary 8 ball, 


ö loſes 0 one. 


VII. 
T akin both balls is deemed a foul 


ſtroke; and putting in an adverſary's ball, 


obtains nothing; the ſtriker who puts in 
his own, laſes two. 


He that holes both balls, loſes two. 
* 


He that ſtrikes upon his adverſary's ball, 


1 and holes himſelf, loſes two. 


- 7 "Wy two rules are Seldom or ever en- 


forced. 
: XI. He 
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He that plays againſt the ball, not 
ſtriking it, but holes himſelf, loſes three. 


Wo 7 ; 
He that Qrikes both. balls over the cabs, 


| loſes two. 


XIII. 
He that firikes his ball over the table, 


and does not hit his adverſary? 8 ball, loſes 


three. 
XIV. 


ie chat retains the end of his adverſarys 
ſtick when playing, or endeavours to balk 


his ſtroke, loſes one. 


XV. 


He that plays another 8 ball without leave, 8 
loſes one. 


. 
He that takes up his ball, or his adver- 
fary” s, without W loſes one. 


XVII. He 
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IIe that ſtops either ball, what running, 


- loſes one; and being near che hole, loſes 5 


two. 


XVIIL 


He that blows upon the ball, when run- 


ning, loſes one; and if near the holes, 


5 loſes two. 

XIX. 
He that takes the table when the ball 13 
running , loſes one, 


» —- 
He that firikes the table with the ſtick, 
or plays before his turn, loſes « one, 


XXI. 


He that throws the ſtick upon ay table, 
and hits the ball, loſes one. 


XXII. 


Ik the ball ſtands upon the edge of the 
hole, and after being challenged it falls in, 


1t 


— 


f 
1 
1 
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It 18 nothing, but muſt be put where 1 it was | 


before. 


XXIII. 
If any perſon, not being « one of the play- 


ers, ſtops a ball, the ball muſt ſtand 1 in the 


Place where it was ſtopped. 


XXIV. 


He that plays without a foot upon the 


ground, loſes one, 


XXV. 


He that leaves the game before it is 


ended, loſes it. 


XXVI. 


Any perſon my change his lick in 
97 


XXVII. 
If any ee ariſe about falſe play, 


he that marks the game, or the majority of 


the S decide it. 


XXVII. Thoſe 


1 


3 of Gaming. „ 


XXVIII. 


Thoſe that 3 not play rac ſtand from : 
the table, and give place to the players. 


2 


11 any perſon lays any wager, and does 
not play, he ſhall not give advice to the 
players upon the game. 


This game is played wich Ricks; called 
maces or cues : the firſt conſiſts of a long 
ſtraight ſtick, with a head at the end, wad 
is the ſuperior inſtrument in point of ad- 
vantage: the cue is a thick ſtick, dimi- 
niſuung gradually to a point of about half an 
inch diameter: this inſtrument is played 
over the left hand, and ſupported by the 
thumb. It is che only inſtrument in vogue 
abroad, and is played with amazing addreſs 


by the Italians, and ſome of the Dutch: 


but in England the mace is the prevailing 
inſtrument, which few forcigners excel 


with. 


Beſides the winning game, which is 
twelve up, there are ſeveral kinds of games 


played 


| 
| 
1 
1 1 
: 


— — — 
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played at billiards, viz. The loſing game; : 
the winning and ing choice of balls; 
bricole; carambole 3 1 1 Y 
ST 
The Ing game is the common game 
nearly reverſed ; that is to ſay, except 
hitting of the balls, which is abſolutely ne- 
ceſſary, you gain by loſing. In putting 
_ yourſelf in, you win two; by putting 
your adverſary in, you loſe two; bur if 
you pocket both balls you get four. This 
game depends greatly upon ſtrengths, and 
is therefore very neceſſary to be known to 
play the winning game in perfection. 5 
The winning and loſing game is a combi- 
nation of both games; that is to ſay, all 
balls that are made reckon, and double 
balls four. At this game, and the loſing, 
knocking over, or forcing the balls over 
the cuſhion, do not tell as at the common 
game. 
Choice of Balls, is chuſing each time 
which ball the player pleaſes, which is 
doubtleſs a great advantage, and is gene- 

rally played againſt ung and winning. 
Brico! * 
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 Bricole, is the being o obliged. to hit a 


cuſhion, and rebound before you touch 


your adverſary's ball; otherwiſe you loſe a 
point: this is a great diſadvantage, and is 
reckoned between even players to be equal 
to receiving about $8 and 9. 


Carambole, is a game newly introduced 


Fes France. It is played with three balls, 
one being red, which is neutral, and is 
placed upon a ſpot upon a line with the 
ſtringing nail. Each of the opponents, at 
the firſt ſtroke of a hazard, play from a 
mark upon a line with it at the other end of 
the table. The chief object of this game 


is to hit with your own ball the two other 


balls, which is called a Carambole, and by 


which the player wins two. Putting in the 


red ball is three, the adverſary's ball two; 


ſo that ſeven may be gained at one ſtroke, 


by caramboling and putting in both balls. 
The game is ſixteen up. This game, like 
the loſing, depends chiefly upon ſtrengths, 

and is uſually played with the cue. 
The chief object of this game, after ma- 
king hat we have diſtinguiſhed by the ca- 
rambole 
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rambole ſtroke, is the baulk; ; that i is to ſay, 


making the white ball, and bringing your 
own ball and the red one below the ing 


ing nail, from whence the players begin. 


By this means, the adverſary is obliged to 


play bricole from the oppoſite cuſhion, and 
it often happens that this ſituation deter- 
mines the whole game. 


A four: game conſiſts of two partners on 


each fide, at the common winning game, 


who play by ſucceſſion after each hazard, 
or two points loſt, The game is fifteen 


up; fo that the point or hazard is an odd 
number, through the game : for which 
reaſon a miſs at 4, 6, or $, is as much at 
this game as at 5, 7. or 9, at the common 


ſingle game. 
Hazards are ſo called becauſe they de. 


pend entirely upon the making of hazard, 
without any regard to any game or ſcore. 
Any number of perſons may play, by hav- 
ing balls that are numbered, and which 


arc ſmaller than the common balls; but 


the number ſeldom exceeds fix, to avoid 


confuſion, A ſpecified. ſum is played for 
each 
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each "DUMB which the perſon, whoſe ball 


is put in, pays to the player; and the per- 


ſon who miſſes forfeits half the price of a 

5 hazard to the perſon whoſe ball he plays 
upon. The only general rule is not to lay 
the next player a hazard. The table is 


T paid for by the hour. 
The odds uſually laid at Billiards, which 


are all calculated for the winning Same⸗ 


are as follow, 


Erin PLAvERS. 


One eve is? 5 t6 
Two do. — is — 
Tier do. 1 — 7 to 4 
Four do x ds — 2 to 1 
Five do. — is — 3 to 1 
Sin d — i. aa 
Seven do. — i e 6 to 1 
£ Eight do. 5 18 — 10 (OI 
Nine do, — is — 15tor 
Ten do — is, — „% 
— 63 to 1 


But x only a guinea to a thilling 3 Is uſually 


” „ Even 


9 
I! 
* 
[ 
f 
ö 


— 


98 Annals of Gaming. 
Even Pravess. 2a 


Two to one is — 5 to 4 


Three to one — is — 3 to 2 
Fcur to one — is — 7to4 
Five to one — is — 2 to 1 
Six to one — is — 7 -o 2 
Seven to one — is — 4 t-t0 1 
Eight to one — is — 9 to 
i Nine to oe | — is about 10 tor 
0 Ten to one is generally laid 21 to I, OR i 
. is in reality much more, though not com- 
#* monly laid ; but calculated as near as poſ- 
i {ible to be zo to f. 
5 Eleven to one — is — C0 to 1 { 
i; Three to two — is — 5toq4 
* Four to two — 1s — 8 to 
5 Five to two — is — 7.04 
* Six to two —— is — 5 to 2 
| Seven to two — is — gzgtor 
al | Eight to two — 1 — * to 1 
„ Nine to two — is _ 70. 
'M Ten to two — is about 20 to 
. often laid — — 21 to r 
6 Eleven to two — is — 23 co 
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6 to 5 
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8 to 3 

9 t-to 5 


10 to 3 


11 to 5 


7 to 6 
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9 tos — is 
is 


10 to — is 2 to 1 


11 9 ee 28 * 


11 to 10 — 5 18 


When He vb gives 8 Two, 
s —1 to 2, —— that 5 
1 to 2 
2 all 
3 to 2 
4 to 2 
5 to 2 


18 — 3 to 2 


7 to 2 
8 to 2 
9 co 2 
10 to 2 
1x to 2 


When He who gives another Two, 
IS——4 all,——that _ 


1 — 


| 4 to 3 
5 0 2 
1 


5 to 2 


5 104 


is — 5 to 4 
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— is — 5 fo 2 
6 to 2 — is — 4 to 
—— 18 —.— 9 to 4 
— is — io to: 
— is — 141 0 1 
— is — 27 to 1 
— isse — 55 to 1 
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Z 6 all: 
7 0 6 
8 to 6 


9 io 6 


10 to 6 
11 to 6 


When 


8 to 7 


9 to 7 
10 to 7 
11 to 


8 all 

9 to 8 
10 t-to 8 
11 to 8 


Annals of Gaming. 


— =; 
3 


is 


— 
8 
— 

— 


is 


1 


is 


. — — 


2 tO 2 


© 

— 

oO 
hy by wr. 


Wn 

He who gives Another Two, 

8 to -, —n——that 
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2 80 
5 to 2 


6 to x 
7 0 


5 10 4 
3 to 2 


0 all 
hto 
11 to 9+. 


10 all 
11 to 10 


1 1 all 


3 love 


4 do. 
5 do. 


6 do. 
7 do. 
8 do. 


9 do. 
10 do. 
11 do. 


6 to 4 
7 to 4 
8 to 4 


18 


| 15 
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3 to 1 
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When He . receives Two from Another, 
—3 love, — 
5 is 
= 


5 to 4 


9 to 


3 to 
7 to 2 


8 to 1 


9 to 1 


21 t-to 
23 to 1 


When He who receives Two from Another, 
1 — to 4k 


5 to 4 


10 2 


3 to 1 
9 to 4 
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When he who receives two from another, 
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is — 9 to 3, 


10 to 8 


11 to 8 
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11 to 10 10 even 
n ny: is —— 4 ro 923 


When he who receives four from another, 


is —— 6 love. that 

0 
7 dittdo — is — 5 to 2 
ditto—— is —— 5 to 1. 
9 diito— — is —— 6 to 1 
10 ditto — is — 16 to 1 
BE — ͤ K 
OSS — is e————_ 3 to N 
7 to 2 — is — 8 to 5 
to 2 / — to "Ty 
9 10-2 —— is —— 9 to 2 
oO — „ % 
11 to 2 —— is — 13 to. 1 


"Comment Odds of the Hazards. 


When 2 are given, t the odds of the hazard 
are 6 to 5. 
When 3 are given, the odds are 5 to 4. 
When ar given, the odds are 3 to 2. 
When 5 are given, the odds are & to 5. 
When 6 are given, the odds are 2 to 1. 
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The full odds that you don' t get two 


hazards together, between even players, 


are, 35 ag — == 
3 together are — 7 0 
4 ditt irre 25 
5- ditt are Rs 
6 ditto. ate — 043 0 


What now gives the peculi ar advantage 


to the mace over the cue, is what has 


been artfully introduced by profeſſed play- 
ers, under the name of trailing, which is fol- 


lowing the ball with the mace to ſuch a 
convenient diſtance from the other ball as 
to make it an eaſy hazard, There are 
many degrees of trailing, under different 
_ denominations amongſt the connoiſſcurs, 
namely, the ſhove, the ſweep, the long 
ſtroke, the trail, and the dead trail, or turn 
up, all which ſecure an advantage to a good. 


player, according to their various grada- 
tions. This is alſo performed, though not 
ſo long, by tlie butt player of the cue. 


Having ſet forth the rules, different 


games, and odds at billiards, we ſhall now 
1 5 PO 


| 
| 


— - 


2. +. 24 ETD. - nao. 4.4 4 ——_— n — 


1 
1987 


106. Annals of Gaming. 


point out the methods uſually practiſed by 
ſharpers to defraud at this game. 


A black legged gentleman, if he ſees a 


ſtranger knocking the balls about, will ad- 


Ale him with compliments on his fine 
ſtrokes, and propoſe a game. If they play 
for nothing but the table, the ſtranger will 
be ſure to win, to entice him to play for 
money. In proportion as they advance 
the betts, the ſharper will lug out his play, 


and the ſtranger will be aſtoniſhed to find, 


at his coſt, the worſt player in the world 
at firſt, in the end turn out one of the 


beſt. 


money, the ſharper's aſſociate will whiſper 


to him, he has a hollow match, and offer to 
g0 his halves in whatever he betts : per- 
ſuaded by this judge, he lays with the 
player, and the two ſharpers ſhare the 


{tranger's half that he loſes. 


Two ſharpers, when they ſee any in the 
room that they think will turn out pigeons, 
zppear to be quite ſtrangers to each other, 


propole a match, e for a crown; 


If a ſtranger it backward in playing for 


One 
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one plays much ſuperior to the other, and 
the loſer affects to be in a great paſſion, 


and is angry that the player will not give 


him a chance for the money he has loſt, 
and propoſes betts to the by-ſlanders. Thoſe 
Vo are not in the ſecret, fancying he muſt 
| Inevitably loſe, are induced to bett; but 
no ſooner has any money been betted 


upon it with the by-ſtanders, than his ad- 


verſary relaxes in his good play, and the 
loſer begins to dilcover his real abilities. 
Or a third ſharper, a by-itander, betts with | 
the ſtrangers, and according as he lays his 


money, the game is determined. 
A black leg pl?ys with a gentlemen for 
a trifle, then his aſſociate betts againſt him 


upon the hazard, or a larger ſum than the 
player upon the game; then the black- 


legs loſes tae gentleman a ſmall bett, and 


his aſſociate wins a larger, which he ſhares. 


A black-legs always endeavours to lay 


leis than the odds, and take more. 


If he is playing for a crown, and gets ten 


love of an eaſy match, he will take the 
odis, as he pretends, for a hedge, in or- 


der 
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der to loſe the game, gain a greater ſum, 
and ſtrengthen his match, by making his 
adberfary-! believe he won the game by dint 


-of jebod pax. 

Iwo ſharpers will Pete to make betts 
upon a third who 1s playing, and propoſe 
to a by-ſtander to go their halves, The 


. Pigeon relying upon their ſuperior judg- 
ment, and knowing they would not make 


a bad bett, fancies he has a good thing, 


eagerly catches at the bait, and 1s polled 


through his own cunning, 

[thnagioary betts are alſo made between 
theſe gentry, to ſtrengthen or weaken a 
match, by giving the credulous fair player 


a higher opinion of his play, and thereby 
inducing him to continue playing with one 


of their aſſociates, though the match is 
greatly to his diſadvantage. 


If a black-l:g loſes, be will probably 
pay bad or light money, or want change, 


when he thinks the winner cannot give it 
him; or, upon an emergency, bruth it, 
under pretence of getting change z winch 
18 called th Wing a ſtone. ” 
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The black. legs ſeldom or ever come into 
a billiard- room tog rüber, but drop in one 


by one, that they may appear ſtrangers to 


each other, and e impoſe upon the 


Cre dulous. 


If any diſpute ariſes concerning any 
wager, the black legs is almoſt ge: of 
having it determined in his favour by his 


fraternity in the room, who generally con- 


ſtitute a majority. 

Upon the whole, we would adviſc every 
young gentleman, who is a ſtranger to the 
town, never to play or bett in a public bil- 
liard room, as he may be aſſured that three 


Ffourths of the company in the room are 
ſharpers, and live entirely by gaming; and 


that the moment he opens his mouth to 


play or bett, he may conſider his pocket 
picked by theſe, or mar artifices. 


Some general 0 ervations worthy. of 


| A. tention. 
If you happen to lay money on a hazard, 


and the perſon on whole ſide you lay the 


money, miſſes the ball at eleven, and after- 
wards goes into the hole, you don't Joſe _ 
the 
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the hazard, the game being out t by the ſaid | 


mils, 
I a perſon ſhould make a foul ſtroke, 


his adverſary has a right to lead; if he 


does dot like the Hail he has to play at. 


If a perſon propoſes parting the balls, his 


| adverſary has a right to the lead, 


If a perſon loſes a hazard, in one of the =; 
corner holes, he may compel his adverſary 
to lead from the end where he Joſt the ſaid. 


hazard. | 
A a perſon ſhould loſe a hamed 5 in "be 


middle hole, his adverſary may compel him 


to go to which end he pleaſes. 


If a perfon ſhould play with the wrong 
ball, his adveriary has a right to the lead, 


if. he don't like the ball he has to play at; 


provided he can make it appear that he 


8 70 with his own ball the ſtroke before; 


but if he chuſes to play at the ball, he muſt” 


play the hazard out with the ball his adver- 
fary leaves * and change the ball after- 


Wards. 


Beſides the games already wecied, it. 


Will be neceſary to mention here, that there 
= * 
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are two others, but which are ſeldom played 
but by the Knowing-ones, Theſe are called 
the Har-hole, and the One- hole: the firſt of 
theſe is expreſſed by the names, that is to 
ſay the hole to be played for is barred, and 
* player muſt ſtrike for a different hole; 
when this is played againſt the common 
game, the advantage for the latter, between 
even players, is computed at about ſix. 


The One hole is ſeldom played but againſt 


young players, or pigeons, who fancy they 
have a great advantage in having five holes 


agiinſt one, whereas, in fact, an even 


- player has the worſt of 1 it; for as all balls 


that go into the one hole reckon, the play- 
er ae to lay his ball conſtantly be- 


fore that hole, and his antagoniſt frequently 
finds it very difficult, to keep one or other 
ball out, particularly on the leads, when 


the one-hole player lays, as often as he can, 


| his ball hanging over his hole; and takes 


az many opportunities as he can of leading 


from the oppoſite end, even when he is not 


entitled to ir, for by rights the lead ſhould 
En i N 
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be given fi the end of the table that the 


hazard is made at. 


There is likewiſe a new game lately i intr o- 


duced here from abroad, called, the Rus. 
SLAN CARAMBOL E. 


The red ball is placed as uſual, on the 
ſport made for that purpoſe, but the player, 
when he begins, or after having been holed, 


never places his ball on any particular {pot 


or place; he being at liberty to put * 

where he pleaſcs; when he begins to play, 

inſtead of ſtriking at the red ball, he leads 
his own gently behind it, and his antagoniſt 
is to play at which he thinks proper; if he 
plays at the red ball, and holes it, he ſcores 
three towards the game, which is twenty- | 
four inſtead of ſixteen points; and the red 


ball is put upon the ſpot again, at which he 
may now play, or take his choice which of the 
two balls to play at, always tollowing his 


ſtroke till both balls are off the table. 
When he caramboles, or ſtrikes his own ball 


againſt the other two, he is entitled to two. 

points, the ſame as at the other game, but if 

he caramboles and put Js own bal into any 
= hole, 
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hole, hs lof's as many as he might have got, 
had he not holed his own ball; fox example, 
if he ſtrikes at the red hall, and holes it, at 
the ſame time caramboles and holes himſelf, 


he loſes five points; and if he holes both 


balls in caramboling, and alſo his own, he 


loſes ſeven, which, if he had not holed 
himſelf, be would have got. It is in other 


7 pets played like the common red game, 


reckoning three tor holing the red ball, two 


for e the white, two for caramboling, dec. 


. ESSAY 
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E 5 8 A * IX. 
4 Hrevant of the Game called LOO, 65 it 


is played in private Families and public 


Places in and about this Metropolis; 2 with 
the ſeveral Advontages which are taken 
in playing the ſame dy Connoiſſeurs, as they 
call themſelves, in order to reduce 11 4% a 
Certainly. 


HIS game is very ſimple of itſelf, as it 
may be learnt by a child of twelve 


years old in half an hour; but however, 


to thoſe who are unacquainted with Loo, it 


will be neceſſary to give ſome idea how this 


game is played. 
There are two ways of playing at Loo, 


the moſt common is with five cards, which f 
are dealt from the whole pack, firſt three 


and then two, or one at a time, which ever 


the company agree on. Six or ſeven per- 
ſons may play at once, but a greater num 
ber can be admitted when it is played with 


three cards only. When five cards are 


dealt to each perſon, a card is turned up, 
which 
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which is trumps, the knave of this ſuit is 
the higheſt card, which is called palm, the 
ace is next in value, and the others in ſuc- 
cCebſſion, the ſame as at Whiſt. Each perſon _ 
| has the liberty of changing as many of his 
cards as he thinks proper, or throwing up 
his hand, in order to run no riſque of being 
l looed. If any perſons play their cards either 
with or without changing, and do not make 
a trick, they are, what is called looed, and 
each obliged to put down a ſtake for the 
5 good of the table, to be divided amoneſt 


the winners at the enſuing deal, according 


to the tricks which are made by each of 


them. If, for inſtance, ſix perſons are at 


play, and each perſon puts in three ſhillings 


when he deals, every trick is entitled to ſix- 


pence, and whoever is then looed, puts 
don three ſhillings, excluſive of his deal; 
ſometimes it is agreed for each perſon who 


is loved to pay the whole ſum which hap- 
pens to be down at the time when he 1s 


| loced ; but this is according to agreement. 
'Five cards of the ſame ſuit are 2 fluſh, 
and cannot be won n only by another ſoy 


fluſh, 
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futh, or, by the perſon who is clder at 


hand to the dealer, When it is played with 


three cards, palm and fluſhes are omitted. 
This is the molt {imple way of playing the 
game, and in general moſt money is ſported 
when it is ſo played, it being more expe- 


ditious and much more lively At half- 
crown Loo any one may win or loſe a hun- 

dred pounds in the courſe of a few hours. 
The advantages or pulls are numerous 


at this game, and ſcarce any perſon can be 
fure of having fair play at it. If two or 


three enter into a combination, and fit 
down to play with three or four different 


perſons, the combined party muſt ſtrip 
the others, without the leaſt ſeeming foul 
plwKay. For example, when the cards be- 


longing to tlie ſett of connoiſſeurs are 


dealt, the firſt, who is to change, will 
throw, up, from having a very bad hand, 
and no probability of a certain trick to 
ſave himſelf; the ſecond will ſtand upon 
one certain trick, and perhaps the third, 
who has a good hand, will alſo play his 


hand; conſequently, if between three, only 
three 
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never running any riſque of being looed, | 


and depending upon one hand out of three, 
they reduce it to a certainty of winning in 
the long run. If one of them happens to 
have a remarkable great hand, a ſign, 
which has been eſtabliſned between them, 
is given, and the other two throw up their 
cards, and leave their accomplice to play 
againſt the dupes, Who inevitably muſt be 
looed. 

When one of the accomplices ſits on the 
right hand of the other, he can cut to the 
dealers bridge, which when the cards have 
been prepared in the ſhuffle, will cauſe the 
dealer to give himſelf or accomplice a 
great hand. The dealer in taking up the 
cards, or by making three or four of the 
principal ones, he can eaſily ſhuffle them 
co his advaatage. Suppoſe, for example, 
ſix are playing at the three card Loo, ace, 
king, and queen of trumps being the three 
ben candy, they muſt be fixed in the man- 
ner following, in order to give them to 

a Bat himſelf, 
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himſelf, making any ſmall card the trump. 
The ſmall card being fixed, the ace may 
be put over it, after which place five in- 
different cards over theſe two, in ſeeming 
to ſhuffle, and continuing to fix one of 
_ theſe capital cards every ſixth card, they 
muſt fall to the dealer after they are cut, 
as before mentioned by the right- hand 
man: this operation is done as quick as 
thought by a dexterous hand, and ſeems 
| like a very fair ſhuffle, in order to mix 
the cards. By ſhuMing properly in this 
manner, the dealer can give the beſt cards 
to whoever he pleaſes, either at the five 
card or three card Loo. 
When a good ſhuffler or operator is at 
play without an accomplice, he then can 
reinſtate them after they are cut by the 
help of the ſlip, which, when well per- 
formed, is the moſt uſeful thing that can 
be done upon the cards to inſure ſucceſs. 
When the palm and fluſh are played 
by means of the above-mentioned method, 
they can ſecure to themſelves either one 
| | | or 
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f or the other; ſome of whom are not ſo 
dexterous as they would wiſh to be, have 
been known to take the knave out of the 
pack, and change the one that happens to 
be trumps ior a low card in their hand, 


bur this is reckoned paltry work, and is 


5 very liable to detection. 


Playing into one another's Hands is the 


moſt cuſtomary method of defrauding at 
this game, and may be done in ſuch a 


manner as to prevent any of the company 


having the leaſt ſuſpicion. In order to ef- 


fect this without being taken notice of, 


their ſigns are ſoaictimes conveyed to each 
other in playing the firſt round of cards ; 
for example, by laying careleſsly down 
their hand of cards to the right ſhall de- 


note nor only having a good hand bur the 
ace of trumps ; in putting them exactly op- 
poſite himſelf ſhall confirm the- accomplice 
of his having two honours in trumps; and 
laſtly, by putting them towards the left- 


hand, that he has the three beſt cards in 


the pack, all which may be done in the 
time, 


a bee oe. . 
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time you are taking a pinch. of hug, 
or a glaſs of wine, Sec. 


By theſe kinds of ſigns they can know | 
every card in each other's hand, and play 
to them accordingly : it is of infinite uſe 
when the laſt player lies what is called ten- 
ace over the adverſary ; ; that is, if he has 


ace and queen, as he can thereby ſecure 


a trick, by having his choice with which of 
his two cards he ſhall take the trick. 

We mention this method of giving lf ions : 
as one very often made uſe of both at whiſt 
as well as this game; but for to lay down 
any particular and abſolute method of dif- 
covering the hand, would be abſurd, as 
we all know any men of common under- 
ſtanding may eſtabliſh ſuch ſigns as were 


never heard of before. All we can ſay in 


reſpect t to ſigns at * 7, 1s, that there is no 
nz 


11 connoiſſeur never is without a ben of 
ſnuff, it being eſteemed a great help in all 
caſes of play, and ai "ways a good thing 10 
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guarding againſt them at ſome particu! ir 
games, among which this 35 one. 
The dealer dealing himſelf or accom- 


plices more cards than he or they have a 
right to, is another method of cheating at.” 


this game, by which means they hang 4 


greater chance of holding a good hand; 
and; by a dexterous way of ſecreting thole 


they do not immediately want, may play 
this game greatly in their favour a long 


time againſt novices, who are not appriſod 
of ſuch artifices. 

Theſe fraudulent methods of playing 
this game, would, in the courſe of time, 
ruin men of the beſt fortunes in the world; 


conſequently our intent here is to deter the 


unwary, and, as it were, open their eyes, 
by ſetting forth the deſtructive conſe- 


quences of ſuch a game, which is in itſelf 


little or no wiſe amuſing or entertaining. 
There are ſeveral other bare-faced prac- 
tices made uſe of, ſuch as looking over 


hands, changing cards under the table, and 
often from off the table; bur theſe are ge- 
nerally made uſe of by women, who, wi zen 
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detected, laugh it of, without 41 fenſe of 


thame or diſnhonour. | 
After what We have {31d relative to 1 


game called Loo, We latter ourſelves thoſe 


who have the leaſt regard for their Proper- 
ty, will not themſelves be inſnared, and be- 
come the qupes of a ſet of men whole 
whole ſtudy is to invent new methods of 
cheating and defrauding mankind, 


E S S A Y . 


An Account of the Game of Quadille, with 
the uſual Method of playing it ; the Laws 
of the Game, and a Didlionary of the 


Terms uſed at it. To which are added the 


Methods and Legerdemain; pratiijed lo 
gain undue Ade Vantages at it. 


S the game of Quadrille is now the 
moſt taſhionable and prevalent in all 
public and private companies, the watering 
| places, 
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places, Almacks, the pantheon, &c. we 


Judged it neceſſary to lay an account of this 


game before our readers; more eſpecially 


as that publiſhed by Mr. Hoyle is very im- 
perfect, and to a mere beginner conveys 
no idea of the game. 


Quadtille is played by four perſons, with 


forty cards, which are the remains of a pack, 


after the four tens, nines, and eights are 


” diſcarded ; theſe are dealt three and three, 


and one round four to the right hand player; 
and the trump is made by him that plays 


"4 or without calling, by naming ſpades, 


clubs, diamonds, or hearts, and tne ſuit 
named becomes trumps. It ſhould be ob- 
ſerved, that if the perſon who names the 


trump ſhould miſtake, that is, if he ſhould 
_ tay ſpades. inſtead of clubs, or if he names 
two ſuits, the firit named ſhall be the trump, 


Of the Value of the Cards. 


There is certainly nothing that embar- 
raſſes the Player fo much at firſt, as the or- 
G * | der 
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der of the cards; he cannot conceive why 
the ſeven of hearts, or diamonds, or the 
two of ſpades, or clubs, are ſometimes the 
ſecond cards of the game, and ſometimes 
the laſt: but he will readily ſee the reaſon 


by reading, with a little attention, the fol- 


lowing tables; in the firſt of which, the 
Cards are placed according to their natural 
value, and in the other, according to the 
rank they hold when trumps. 


The fff TABLE; 


In WHICH the Cards are placed according ! to 


| their natural Value. 
Hearts and Diamond. | Spades and Clubs, 


ING. KI NG. 
QUEEN. QUEEN. 
KNAVE. | KNAVE. 
FLTE - F 
TWO. . 
THREE: FEI 
J FOUR 
IS vj THREE, 
— þ & TWO. : 
SEVEN. | 
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You ſee that there is no mention made 
of the ace of ſoades or ace of clubs; the 
| reaſon is, that thoſe two aces are always 
trumps, in whatever nit play. The ace 
of ſpades being always the firſt, and the 
ace of clubs the third rrump : as you will 
ſce in the following table, I 


The fecen! TABL! 
1 In which the Cards are ranked according 40 
bhbeir Value when they are trumps. 
3 Hearts and Diamond. Spades and Clubs. 
SPADE. 
The ace of ſpades, | e 


S MANILL. - | MANIEE 
. | The ſeven of hearts or | F he two of ſpades or 1 
=_ diamonds. el, = ik 
BAS TO BASF 
% p ( 
VV 
n wn 8 
%% 
KING. | KING. 
QUEEN, | QUEEN. 
G2” KNAVE. 
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KNAVE | KNAVE. 
T]W O. SEVEN. 
EEE ͤ SIX. 
FOUR, FIVE. 
tou 
SIN. " THREE: 


You fee that there are only eleven tromps 
in black, and twelve in red; and you fee 
at once, that this di ference ariſes N om the 


two black aces, which being a always trumps, 


are equally uſed in read 2nd black, which 


augments the red ſuits by one trump. 


The ace of ſpades is always the firit, 
and the ace of clubs the third trump; there 
is conſequently a trump between them, 
which is called Manill, and is in black the 
the two, and in red the ſeven; which are the 
ſecond cards when they are trumps, and 
are the laſt cards in their reſpective ſuits 
when they are not trumps: for example, 
the two of fades is the ſecond trump 
when ſpaces are trumps, and the loweſt 
card when clubs, hearts, or diamonds are 


trumps; and fo of the reit. 
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The Ponto is the ace of hearts or dia- 


monds, Which are ab YQVE the bing , and the 


fourth trump on the cards, whey: either of 


| thoſe ſuits is trumps, but are below the 
- knave, ahd called ace of hearts or dia— 


monds, when they are not trumps, [as - y are 
ſee in the table] The two of hearts or dia- 


 monds is always ſuperior to the three; th- 


three to the four, the four to the five, and 


the five to the fix; but the ſix is not ſu- 


perior to the ſeven ; but when it is not 


trumps; for as we have ſaid, the fever 
then becomes Manill, and CON: quently | is 
the ſecond trump. 


There are three Matadores; Spadill, 


Manill, and Baſto. The privilege of 
Matadore is, that when you have no other 
trumps but them, and trumps are led, you 
are not obliged to play them, but may play 


what card you think proper, provided, 


however, that the trump led is of an in— 


ferior rank, in which caſe you are not obli- 
ged to play Manill, or Eaſto, even though 


Spadill ſhould have been played on the in- 
terior trump firſt led; but if Spadill was 
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jed, he that has Manill or Baſto only, is 
obliged to play it; it is the ſame of Baſto 
with regard to Manill, the ſuperior Mata- 
dore always forcing the inferior. Though 
there are properly only three Matadores, 
neverthelcis, all thoſe trumps which follow 
the three firſt without interruption, are like 
wiſe called Matadores: but it is the three 
firſt only, that enjoy the privilege of which 
we have been ſpeaking. You will ſee the 
number of the other Matadores in the ſe- 


cond table, by the order of the cards when . | 
they are trumps. — > 
So much may ſuffice for the onder of + 
the cards; we ſhall now ſhew the manner 2 
and order that is to be obſerved in Playing 7 
the game. | 1 


Of the Manner of playing Quadrille, and of 
tbe Order that is to be obſerved in arawing 
for the Places, and in dealing the Cards; 
of the Stakes, and of the Manner of Speat- 
ing; of playing with Calling, and without : 

Of the Beaſt, the Vole, Sc. : 


Every one ſhould play according to his 
onen 
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own n fancy, and as he may judge c. convenient 
for his game. 

Jou are not to demand Line „or to en- 
courege your friend to play; he whoſe 
turn it is to play, ought to know what he 
has to do. 

. proper to obſerve here, that it is an 
eſtabliſhed rule, in order to avoid a diſ- 
 aorecable ceremony, that in drawing for 
places, he who comes in laſt draws firlt; 
and ſo of the reſt. 

The ſtakes conſiſt of ſeven equal mils | 
or contrats as they are ſome times called, 
compriſing the ten counters and fiſhes, 
which are given to each player; cach mil 
is equa] ro ten fiſh, and each fiſh to ten 
counters: the fiſh is valued at as much or 
as little as you pleaſe; that depending en- 
tire!y on the players, who ſhould meature 
their game according to what they chule to 
win or loſe. After having drawn for the 


Fee the Dictionary at the end of the game. 
+ See the Dittionary, _ 
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places, ſeen who is to deal, agreed on the 
value of the game, determined the num— 
ber of tours}, which are commonly fixed 
| at ten, and are marked by turning the 
| corners of a card, he who is to deal, the 
cirds being cut to him by the player on his 
left hand, deals to each player ten cards | 
by twice three and once four; it is the ſame _ 5 
whether he begins with four, or gives them 
the ſecond time, that being at his. own diſ- 
cretion; but he muſt not deal them by one 
or two, as ſome players ignorantly pretend. 
If there ſhould be found too many or 
too few cards, or that there are two cards 
of the ſame ſort, as two ſixes of hearts, for 
example, there muſt be a new deal; pro- © 
vided it is diſcovered before the deat is 1 
finiſhed; for if the cards are all played, 
and you have paid, or cut for the net 
deal, it muſt ſtand good, as well as an 
preceding ones. = 


+ See the Difimary. 
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There muſt likewiſe be a new deal if 
there 1s a card turnen in dealing, whatever 


card it is, as it might be of p:cjudice to 


him that ſhould have it; there being no 
Cifcard fo be made; for a ftill ſtronger 


reaſon, It there Mould be ſeveral cards 


turned. = 
1 here is no penilty for dealing wrong 


he who does fo mult only deal again. 


After each player has got his ten cards, 


| he that is on the right haud of the dealer, 


after EXAMIN! ng his game, if he finds he has 


a hand to play, aſks if they play, or if he 
| he has not a good hand he paſſes ; and ſo 
the ſecond, chin and fourth, All the four 
may pals, but as there is no deal that is 


not to be played, he that has ſpadill, after 
having ſhewn or named it, is obliged to 


play, by calling a king. 
Whether the deal 1s played in this man- 


ner, or that one of the players has aſked 
leave, nobody chufing to play without 


calling; after he has named his ſvir, and 
the king he calls, the Pay is begun by 85 
F ia who is the eldeſt hand; he who wins the 
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trick plays another card, and fo of the reſt, 


till the game is won or finiſhed. They 
then count their tricks, and if the ombre, 


that is he who ſtands the game, has, toge- 


ther with him who 1s the king called, fix N 
tricks they have won, and are paid the 


game, the conſolation, and the mata- 


dores, if they have them, and divide what 
is upon the game, and the beaſts, if there 


are any. 
But if they make ly five tricks it is a 


remiſe, and they are beaſted what goes 


upon the game, and pay to the other players 


rhe confolation, and the matadores. If the 
rricks are equally divided betwixt them, 


they are beaſted in the ſame manner; and 


if they make only four tricks between 
them, it is a remiſe ; if they make leſs 
they loſe codill, and in that caſe they pay 
to their adverſaries what they ſhould have 


received if, they had won ; that is the 
game, the conſolation, and the matadores, 


it they have them, and are beaſted what is 
upon the game: they who win codill divide 


the ſtakes. 


FOI I I Tie r 
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The beaſt, and every thing elſe that is 
paid, is paid equally betwixt the two lofers; 
one-half by him that calls, and the other 

half by him that is called; as well in caſe 
of a codill, as a remiſe; unleſs the ombre 


: 
3 
=] 


5 does not make three tricks; in which caſe 4 
be who is called is not only exempted from j| 

paying half of the beaſt, but alſo the game, | 
L the conſolation and the matadores, if there [ 
| are any; which the ombre in that caſe pays | 


alone: and as well in caſe of a codill as a 
remiſe: which is done in order to oblige 
players not to play games that are unrea- 
ſonable. There are even ſome academies 
where you mult make four tricks not to be 
beaſted alone. 
There is, Seren one caſe, in 
which, if the ombre makes only one trick, 
he is not beaſted alone, and that is, when 
not having a good hand he paſſes, and all 
the other players having paſſed likewile z 
he having ſpadill, is obliged to play: 
which caſe it would be unjuſt to oblige him 
to make three or four tricks; in this caſe, 
therefore, he Wat E called n one half 
of 
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of the Wings He, therefore, that has 
ſpadill with a bad hand, ſhould paſs, that 
if he is afterwards obliged to play, by call- 
ing a king, which is called forced pl, 
he may not be beaſted alone. 
He that has once paſſed, cannot be ad- 
"mitted to play; and he that has aſked leave 
cannot refuſe to play, unleſs any one ſhould 
offer to play without calling, 
He that has four kings may call a queen 
to one of his kings, except that which is 
trumps. He who has one or more kings, | 
may call one of thoſe kings; but in that 
caſe, he muſt make ſix tricks alone ; and 8 
conſequently he wins or loſes alone. 
It is not permitted to call the king of 
that ſuit in which you play. 
You are not to demand gano of your 
friend, nor to encourage him to play. 
No one ſhould play out of his turn, but 
he is not beaſted for ſo doing. 
He who not being eldeſt hand, and hav- 
ing the king called, plays ſpadill, manill, 
or baſto, or even the King called, in order 


to ſhew chat he his the friend, having other 
other 
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kings, tnat he 15 the ombre ot trump, 


ſhail not be allowed to go for the vole ; he 


ſhall even be beaſted, if it appear to be 
done with that deſign, 
Lou are not Pe rmitted to ſhew your 


hand, though you have already won codill; 
that! it may be ſcen whether the ombre is 
beaſted alone. 


If the ombre or his friend ſhew their 


cards before they have made ſix tricks, 
thinking that they have made them, and 
there appears any poſſibility of preventing 
their making them, the other players can 


oblige ham to play their cards in ſuch a 


manner as they chuſe. 


When you Play without calling a king, 


you nced only name your ſuit. 


He who plays without calling, muſt 


make fix tricks alone to win; for all the 
other players tricks are united againſt him, 


and they are to do their u. moſt co Pee 


his wianing. 


He who plays without calling, is ad- 
mitted to ola in preference to king who 


ene Play with; however, if he that has 


alked 
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aſked leave, will play without calling; he 
has the preference of the other that would 
force him; and theſe are the two methods 
of play without calling g, that are called 
forced. | b . 
He who plays without calling, as he | 
docs not divide the winnings wich! dy one; 
ſo when he loſes he pays all by himſelf: if 8 | 
he loſes by remiſe, he is beaſted and pays . þ 
each of the other players the conſolation, 
the fans appeller, (or as it is commonly, but 
improperly called the fans prendre) and the 
matadores, if there are any; if he loſes 
codill, he is in like manner beaſted, 
and pays to each player what he would 
have received from him if he had won. 
They who win codill divide u hat there is; 
and if there are any counters left they be⸗ 
long to him of the three who ſhall have ſpa- 
| - dill or the higheſt trump the next deal; it 
[ is the ſame with regard to him who calls 
one of his own kings, he wins alone, or 
loſes alone, as 1n the other caſe, exce pi the 


ſans appeller, which he _ not Pay he 
loſes, 
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loſes, or reccive if he wins, 2 he 
Plays alone. 


He who plays fans appeller, though he 


may have a ſure game, is obliged to name 
his ſuit, which if he neglects to do, and 
ſhews down his cards, and ſays I play ſans 
appeller; in that caſe, either of the other 
players can oblige him to play in what 


{uit he pleaſes, even though he ſhould not 


| have one trump in that ſuit. 


He who has aſked leave is not 1 


to play ſans appeller, unleſs he is forced; 
in which caſe, as was ſald before, he has 


the preference of the other that forces 


him. 


Lou are not obliged to trump, when 
you have none of the ſuit led, nor play a 
higher card in that ſuit if you have it, be- 
ing at your own. liberty, even though you 
are the laſt player, and the trick ſhould 


; belong to the ombre; but you are obliged 
to play i in the ſuit led, if you can, otherwiſe 
you renounce. 


He who ſeperates a card from his came, 


: and News Mu obliged to Play it, if by | 


not 
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not doing it, the game may be prejudiced, 


or if it can give any intelligence to his 
friend ; but cſpecially if it ſhould be 
matadore. He who plays ſans N a 
or by calling himſelf, is not ſubjeR to this 
Jaw. 
1 permitted to tura the tricks mace 
by the other players, and to count what 
has been played, as often as it is your 
turn to play, bur not otherwiſe. - 
He who eat of turning a player? * 
tricks, turns and ſres his game, or ſhews 
it to the players, is beaſted, together with 


him whoſe cards he turned; each of them 


paying one half of the bealt, 


He who renounces is beaſted as often as 


he has renounced and it is perceived. 


In order to make a renounce, the trick 
muſt be turned, If the renounce is dif- 


covered before the deal is finiſhed, and it 


has prejudiced the game, the cards mult 


be taken up again, and the game re-played 
from that trick where the rencunce was 
made; but if the cards are all played, the 


beaſt is ſtill made, but the cards mult not 


be 
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be re- played; except chere mould be ſeve- 


ral renounces in the ſame. deal, for then 


they are to be played again, unicis the 


cards ſhould be mixed. 


II there are ſeve ral beaſts made in ihe 
ame deal, they all go together unleſs it 


18 2 agreed at the beginning of the 


: - «tf xy 
Pa! i Ye 
. * 


. there are ſever l beaſts, the 
re ateſt always goes firſt, 
To make the vole 1s to win all the 


tricks, when you play ſans prend: or with 


the aſſiſlance of the king you call. 
The vole is paid according as you have 


agreed, and only takes ap” what is upon 


the game; having nothing to do with the 
beaſts, which do not go. 


The vole is undertaken when playing 


either with or without calling, after having 
won the firſt ſix tricks, you play down a 
card. If you you loſe the vole, you pay 


what you would have reccived if you had 


Won it. 


He or + chey;. who having undertaken the 


vole, don't make it, PA the ſtakes, and 
„„ 8 are 
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are paid the game, the conſolation, the 
ſans prend, if it is one, and the matacores, 
if there are any. 
Although the vole 1s undertaken, tis 
not permitted, as it is at ombre, to ſee your 
friend's hand. | 
The vole cannot be undertaken, if the | 1 
king called has not been played. 
He who plays forced ſpadill, can't pre- 
tend to the vole: when the vole is under- 
taken, it is then above all times that ſilence 
ſhould be obſerved. „ 
Nothing muſt be ſaid or done, that can 
in the leaſt induce the friend either to un- 
dertake or to deſiſt from the vole; you 
are only to wait till he who is to under- 
take it either plays a card or throws down 
his game. 
You have here the manner in | general of : 
playing the game; and you will find in 
the table of laws, at the end of this trea- 
tiſe, theſe matters, more fully explained, 
to which therefore you will have recourle, 
ju ſuch points, as may not be here, pre- 
ciſely determined. 5 
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5 us now Fn the manner of mark Ling 


and paying the Same. 5 


07 the Manner of Marking: and Playing 
5 the Gome. 7 


$46 who" deals: malls tht came, by 
placing a fiſh before him. Each of the 
players puts down a counter every deal, 
which are paid to them that win, with the 
cConſolation; and theſe counters are added 


to the beaſts that are made. 
If there is a beaſt it ZOES with the Rake, 


and the game that each player pays he 
that deals, nevertheleſs, guts down a fiſh 
before him: fo that the firſt bea t being 
fourteen, as it always is, the ſecond mill 
be forty two, and the third fifty-Hx; for 
one beaſt made on another cannot be more 
than fourteen points, which is the number 
by which the game is augmented ; that 1s 
ten for the fiſh, which every Sealer 
down, and four for each player's counter; 
unleſs the game is doubled, as is the caſe 
when the firſt beaſt made, is drawn by 


remiſe; ; 
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remiſe; that is fourteen, and the ſecond 
1s forty-two. 

If the deal in which the firſt bert iS 
made, 1s drawn by codill, the ſecond beaſt 
can be only twenty-eight, for the fourteen 
that the codill has drawn is not to be in- 
cluded; as no one can loſe more at this 
game than he may win, 

The game, as we have ſaid, is a counter 
for every player every deal; fo that if there 
are ſeveral remiſes, there will be as many 
counters as there are remiſes; which thoſe 
that loſe pay, either to them that win, or 
to them by whom they have loſt codill : 
for when it is only a remiſe, the game is 
not touched, and they pay only the con- 
ſolation, the matadores, and the {ans prend, 
if it is one. = 
The conſolation is two counters, which 
are paid to him or them that ſtand the 
game, if they win, or is paid by them if 
they loſe, whether it be by remiſe or codill; 
the matadores are in like manner paid a 3 
counter for each matadore. ” FE 


Although | 
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Although there are properly only three 


matadores, which are ſpadill, manill, and 
baſto, yet their number is augmented, ac- 
cording to the number of trumps that 


follow them without interruption; and 
they are paid a counter for cach, as well! in 
winning as loſing. | 

The ſans prendre is commonly paid the 
half of what is fixed for the vole ; ſo that 
it is five counters, which thoſe that loſe 
pay to them that win; or he that loſes, to 


them by whom he loſes; whether it be by 
remiſe or codill. 
Obſerve that the ſans prendre, and the 


matadores are to be demanded before the 
cards are cut for the next deal; or other- 
wie they are loſt, except in the caſe men- 


tioned in the deciſions: ſee the article of 


ſans prendre and matadores. 


The beaſt, the game, and the conſolation 


are not confined to time, but may be de- 
manded ſeveral deals after; however, you 


cannot recall any miſtake that may have 


been made in counting the beaſts, if the 
deal, after chat in which the miſtake was 


made, 
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made, is finiſhed. See, in the deciſions, 


the article of the beaſt. 
They who win codill, receive What they 


would have paid if they had loſt it. 


The winners of codill, divide between 5 


them what is upon the game. 


The vole is paid by a fiſh, ae = 


value to ten counters, either to them that 


win it, or by them that have undertaken i = 
do not make it, and it is paid double to him 
or by him who wins or loſes it, when he 
plays fans appeller. The matadores, the 
ſans appeller, and che reſt of the game, is * 


payed as uſual. 


Ihe laſt tour is commonly played double, 
unleſs they agree to play ſingle: to play 
double, is to put down double, and to pay 


double for the game, the conſolation, the 
matadores, the ſans prend, and the vole. 


Each player pays a fiſh, towards the 


expence of the cards. 
Thoſe who love to play high, may always 


play the double game, which will make a 
very conſiderable augmentation in the beaſts : 


The 


and the game. 
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The Laws of the Ganz of QUaDRILLE: 


| The cards: are to be dealt by coke 


and threes, and. no otherwiſe: and the 


dealer is at hberty to begin by tour or 


three: : if in dealing there ſhould come one 


or more faced cards, there muſt be a new 
deal. „ 


A. If there are two many or two few 
Cards 1 in the Pack, there mult be a new 


deal. 


III. Tf there are two cards of the fame 
Gt and it is perceived, before the deal is 


finiſhed, it becomes void ; but if all the 
cards are played, it ſtands good, as well as 


85 any preceding ones. 


IV. He who deals wrong , deals again, 


and 1 is not beaſted. 


V. If he who plays either . prendre, 


or by calling, names another ſuit than that 


in which his game is, or if he names two 


ſuits, that which he named firſt ſhall be 
trumps, and he cannot recall iilt. 
g — 1 II 
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VI. The player is to name the "FA he 
plays in, by its Proper mine; as well as 


the king he calls. 
VII. He who has paſſed cannot © ad- 


mitted to play, unleſs he plays forced pa- - 


dil. 
VIII. He who has aſked leave i 1$ s obliged 


to play. 
IN. He Who has aſked leave cannot 


play ſans prendre, unleſs he is forced to 


it. 


to play ſans prendre, in ee to the 
player that forces him. 


XI. He who has four kings, may call 


the queen to one of his kings. 
XII. You cannot call oo king or the 


Aue of the ſuit that is trumps. 


XIII. He who has one or more kings, 
may call one of them, and in that caſe he 


is obliged to make fix tricks alone, to win: 


if he wins, he has all the winnings to him- 
ſelf; and if he loſes, he pays all by him- 


fel. . 
XIV. You 


X. He who has ct ws permitted 
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XIV. You are not to demand gano of 


play. 
XV. No one Gould play out of his 


turn ; ; but he is not beaſted for fo doifft, 


your friend, nor to encourage him to 


XVI. Nevertheleſs, he who not beings 


eldeſt hand, and having the king pong 
ſhall trump out with ſpadill, - ana 
baſto; or ſhall even play the king called, 


in order: to ſhew that he is the friend ; {hall 


XVII. He who has ſeparated a card 
from his hand, and has ſhewn it, is obliged 


to play it; if by not doing it the game 
may be prejudiced ; or if it can gisc any 
information to his friend; eſpecially if it. 


ſhould be a matadore. He that plays ſans 
prendre, is not ſubject to this law; nor . 
who calling himſelf plays alone. 

XVIII. He who has none of the ſuit led, 
is not obliged to trump, nor to play a 


higher card in that ſuit, if he has it. 


Ws | ͥ 


not be allowed to go for the vole ; „ ke ſhall 
even be beaſted, if there appears a mani- 
feſt bad intention in his ſo doing. 
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XIX. It is permitted to turn the tricks 
of the other players, in order to ſec what 
has been played. 

XX. Lou a e to turn the ks or 
count aloud what has heen played, but 
hen you are to play, as each player ſhould 
count his own game. 

XXI. He, who inſtead of turning the 


tricks of one of the players, turns and ſecs 
his game, is beaſted, together with him 


oc cards he has turned, each paying one 


half of the beaſt. 


XXII. He who renounces 1s beaſted by 
often as he renounces, if it is diſcovered 


in the play; but if the deal is finiſhed, and 


the cards are mixed, he makes but one 


beaſt, though he mould have renounced ; 


ſeveral times. 
III. To make a renounce tie trick 


muſt be turned; or he that renounced, 


muſt have played a card for the next trick; 
_ otherwiſe he may take it up without OE: 


penalty. 


XIV. It the renounce is 8 - 5 


the game, and the deal is not finiſned, 
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0 3 may be taken up, and played over 


again, from that trick where the renounce 
was made; but it the deal is finiſhed they 


cannot De pl: Wed Gver again, 


XXV. He Who hav: no aſked what is 


trumps, mall trump in that ſui it winch is 


named, although it is not trumps, is nes! 


5 beaſted. 


XXVI. He v ho trumps in a ſuit that 15 


not trumps, without having aſked what 
is trumps, and has turned the uick, 18 


beaſted. 


XXV II. He u 5 news his i 


the game is won, is bealſted, unlels he plays 
ſans nrendre, or alone, 


XXV III Several bealls made in the 
ſame deal go together, . it is other- 
wile axrecd,. 


XXIX. The greateſt beaſt e goes 
firſt. 


XXX, The | three matadores cannot be 
forced by an inferior trump. W 
+ KCL The ſuperior matadore forces 

the interior, when it is played by the firſt 
7 player, 
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XXXII. The ſope erior maradors does 


not force the inferior, if it is played on any 


inferior trump that was firſt led. 

XXXIII. The matadores and the ſans 
prendre, cannot be demanded after the 
Cards are cut for the next deal, unleſs by 


 Gelign the cards are ſnuffled and cut {lo 
| haſtily, that there was not time to demand 
them; in which caſe, if there is nothing 
received for the game and the conſolation, 


by any of the players; the player has a 


right to demand the lans prendre, and the 
matadors, with the game that is due to 
him; but if it is he himſelf that has cut 

or dealt the cards, he cannot recover them. 


XVXXIV. If he who plays ſans prendre 

with the matadores, demand one without 
de emanding the other, there is no more due 
to him than he demands. OD 


XXXV. He who demands the matadores 
which he has not, inſtead of demand! ling 
the ſans prendre; or he who demands the 
ſans prendre inſtead of th: matadores; can 


not inſiſt on beipg paid What is really due 


to him; for this Same requires a preciſe ; 
5 explanation 
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explanation. -He who plays with calling, 
is not included! in this diitinction. 
XXXVI. If one of the two players has 
been payed the matadores, the other has 4 
right to be payed chem, though he has 


not demanded them. 
XXXVII. The matadores are nat pale 
but when they are in the hands of thei: 


ho ſtand the game, together or ſep: arately, 


O 


XXXVIII. He ho plays ſans prendre 


is obliged to name his ſuit, although he 
has a ſure game. f 
XXXIX. The game, the ſtake, the con- 
ſolation, and the bes ſts, are not confined, 
for they may be dcmanded ſeveral deals 


afte rwards. 


XL. No miſtakes that have been made 
in counting the beaſts can be recalled, after 
the next deal to that in which they were 
drawn. | 
XII. He, or ks who ſtand the game, 
and win all the tri icks, are paid what is 


agreed on for the vole. 
XLII. The vole does not FE th 10 beaſts 


Which do not go upon the game. 
4 XL. He 
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XLIII. He who does not make the 
vole when he has undertaken it, pays what 
he would have received, if he had won it. 
VXLIV. The vole is undertaken, when 
after making the firſt fix tricks, whether 
the game is play ed alone, or by calling a 
v hg a card is played for the ſeventh 
trick. 

AL V. When the vole is once under- 
taken it cannot be declined. — 

TALVE He who ſpeaks in the play to 
Encourage his friend, cannot pretend to the 
vole. 
XLVII. He ks PRE any thing to make 
him decline it, is to be beaſted. 

XLVIII. It is not permitted to inform 
your friend who is to play, chat you have ſix 
tricks. 

XLIX. They who defend the poule, 
cannot communicate their game to each 
other, though the vole 1s n e and : 

neither the one or the other ought to ſay 

any thing that may intereſt the game. 

L. He who has been forced to play with 
pd, cannot pretend to the vole, 5 
II. The | 
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LI. The vole cannot be undertaken be- 
fore the king called e 1 

II. K the king called has not appear- 
ed, you may play on to the laſt card, with- 
out incurring the penalty for miſſing the 
vole. 
III. They Who . vole, with- 
out having ſhewn the king, ſhall not be 
paid for it, although the queen has been 
played, and has won a trick; as it may 
happen, that he who has the king, „has won 
by miſtake, or being willing to make the 
impaſſe* ; the queen not denoting the 
king. FFT E 
LIV. They Det” undertaken the 
T vole do not make it, win nevertheleſs, the: 
game, the ſtake, and the beaſts, if there 
are any that go on the game, and are paid. 
the game, "whe conſolation and the mata-: 
dors iK they have th. m, as well as the ſans 
prendre. 
LV. They who admit the contre at qua- 
drille, give it the Preference in play, to 


* £ See the Difionary. 


Hi. tun 
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hin who being eldeſt hand, offers to play 


lans prendre. 
LVI. He, who playing ſans prendre, 
goes for the vole, and loſes it, pays to each 
one what is due for the vole; and is not 
paid, either the ſans prendre, or the ma- 
tadores, if he has them, or even the con- 
Jolation or the game, nor does he draw the 
ſtake ; but he is not beaſted, unleſs he loſes 
the game; for in that caſe, beſides the vole, 
he is to pay to every player what is due for 
the game, and i hone. what 1s on the 
game. | 
LVII. He who ſtands the game, and 
does not make three tricks, or tour, as 13 . 
apreed, is beaſted alone, and pays alone 
all that is to be paid. And if he makes no 
trick, he pays beſides to his two adver— 
ſar ies, what is due for the vole, but not to 
his friend, leſt that advantage ſhould induce 
the friend to play againſt him, inſtead of 
ſupporting him, when the game 18 de- 
pe rate. | | | | # 
ILVIII. When you play the roi rendu, 
be that receives him, is obliged to make 
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tx tricks done to win; for the reſt, 
wins or loſes for himfelf alone. 

IIX. If any player refuſes to finiſh the 
party he has begun, he mult pay all that is 
loſt upon the game, and the cards. 

LX. But if it is fo attend ſome affair of 
importance, the party may be put off, by 
making a minute. of the {tate of the game; 

with the conſent of the other players 


The Game aan with the Me- 
8 diateur, and. the Favourite Suit, 


Thoſe who are „ to pay much. 
at Quadrille, have frequent occaſion to ob- 
ſerve the great inequality that is in the 
game; the advantage of him who is eldeſt 
hand depriving the others of the liberty of 
playing, even when they have a good hand, 
unleſs they will play alone. It happens 
very often, for example, that the eldeſt 
having aſked leave, the ſecond player has 
three matadores, five trumps in black, and 
all ſmall cards: in this caſe he cannot play 
alone, and as he has no chance of being 

called, 
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called, it is very diſagreeable to be obliged 
to paſs with a good hand: in order, there- 
fore, to correct this inequality in the game, 
each player by this method has an oppor- 
tunity of availing himſelt of the goodneſs of 
his game, by adding to the common method 
of playing Quadrille, that of the mediateur, 
and the favourite ſuit, which has rendered 
the game abundantly more diverting and = 
merclung. 


Of the Manner of drawing for the Places 
at the Mediateur. 


Vou take four cards; a king ng, a queen, 
a knave, and an ace, of which each player 
draws one; and commonly he who comes 
in laſt, craws firſt: he who draws the king 


places himſelf where he pleaſes, the queen 


ſits at his right hand, the knave next the 
queen, and the ace on the left of the king, 
in order to give him the hand. He who 
has the king drawy the favourite ſuit. 


T he Rules of the Game. 


This new manner of playing the game 5 


differs in nothing from the common one 3 
: there 
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here are the ſame number af players, and 
the ſame number of cards. 
To know the favourite ſuit : before the 
party 18 begun, there is a card drawn from 
the pack at a venture, and that card deter- 
mines the ſuit: for example, if a heart is 


drawn, hearts are the favourite ſuit, and 
remain ſo during the whole party, and ſo 


of the reſt. 


The mediateur is a 1 «hich one of 
the players demands of the others, when 
having a hand by which he expects to make 


five tricks, he can, with the aſſiſtance of 
the king, play alone, and make ſix tricks; 
he who ſtands the game, gives to him fr 


whom he received the king g, ſuch card of 


his game as he thinks proper, and a fiſh 
or, if it is in the favourite ſuit, two fiſh, 
The advantage of him who afks, by call- 


ing in the favourite ſuit, is to have the pre- 


3 to him who alles by calling in any 
other ſuit. 

le who aſks with the mediateur, has the 
preference to him who afts wy calling in 


the favourite ſuit ;*in which caic he is ob- 
liged, 


ke Py 
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liged, by playing nn; to make ſix tricks 
teh win. 
He who aſks with the mediateur in the fa- 
vourite ſuit, has the preference to him who 
aſks with the mediateur in any other ſuit, 
and in that caſe is obliged. to play alone, a 
and to make ſix tricks. 
He who plays ſans prendre i in any other 
| ſuit than the favourite, has the preference 
to him who aſks only, or with the media- 


teur, or even he how would play in the fa- 8 


vourite ſuit with the mediateur. Laſtly, 
the ſans prendre in the favourite ſuit has 
the preference to all other players; for he 
who aſks only, or with the mediateur, or 


the favourite with the mediateur, or would 


play ſans prendre in any other ſuit, is ob- 
liged to give place to him who plays ſans 
prendre in the favourite ſuit. 8 
With regard to the manner of playing 

Quadrille with the mediateur and the fa- 
vourite ſuit, it is the ſame as common 
Quadrille, as well when you ask by calling 
a king, either in the favourite ſuit or in 

andiker ſuir, or that you play ſans prendre 
„ 
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in the favourite or another ſuit: the only 
difference is, that when one of the play ers 
demands the mediatt ur, in that caſe he is 
obliged to play alone, and to make fix 
tricks, as if he had played ſans prendre. 
Thoſe who are verſed in the play of the 
game of Quadrille, will readily determine 
by the ftrength of their game, whether 
they are able, with the aid of the king 
they as , to play alone. 


D Manner of playing Sradrille, with the Me- 
 diateur, and without the favourite ſuit. 
This game is marked and played the 
ſame as common Quadrille, except that a 
fiſh extraordinary is given to hun who plays 
the mediateur, and to him who plays ſans 
prendre: that is, he who wins the med la- 
teur receives thirteen counters from each , 
and if he loſes by remiſe, he pays weelve 
to each, and thirteen if by codille. He 
who wins ſans prendre, receives ſeventeen 
counters from each; and if he loſes by re- 
miſe, he pays lixtecn to each, and if by 
codille, ſeventeen. 


The 
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The vole with the mediateur i is paid as 


at common Quatrille; that is, he who 


makes it receives one fiſh ee dhe beaſts 


are alfo counted as at common Quaurille; 


and the laſt game, which is called Pou- 


lans, you may double the game. 


Note, If you chuſe to play a higher 
game, you may play the double colour, 
which 1s called the Turk, and is paid the 
double of the favourite ſuit; and to this 


you may ſtill add the Accoſade, to aug- 


ment the game; and that is, when the two 
aces are to be found in the ſame band; 
and to him that has them, is paid what- 


ever ſum the players think proper to agree 


on. 


Of Solitaire Quadrille. 


This game, which is played at many 
houſes, is called ſolitaire, becauſe you are 
obliged to play alone without calling. 

If it happens that neither of the four 


players has a fans prendre game, Or is 
ſtrong enough to demand a mediateur, 


they 
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they are then obliged to paſs, for they can- 
not have recourſe to ſpadill, as at common 


Quadrille; and the two filh are leſt on the 
board, and he who deals next, puts down 


two more, and ſo on, till one of the players 
has a hand to play ſans prendre, or with a 


mediateur, &c. With regard to the beaſts, 


they augment by twenty-eight counters 


above what is On the board; and on the 


double poulans, by fiity-lix, 


Of the Mediateur Solitare, by Three. 


This game, which is played for want of 


@ fourth perſon, is not the Jeſs entertain- 
Ing; and 1s Played in the following man- 
ner. 

1. 10 tan out ten cond which are 
nine diamonds and the ſix of hearts, and 
leave the king of diamonds; by this means 
you can play in the four ſuits, though there 
is one almoſt excluded: for example, one 
of the players having the two black aces, 
with the kings, can play in diamonds, he 
will conſequently have all the matadores; 


which 
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which are to be paid him as at the media- 
teur by four. 


So again, he who can play by demand- 


ing a mediatcur, may aſk the king of dia- 


monds, as it is left in the pack, in order to 


make the gaine as di werting as s when played 


by four. 
II. This game is s marked as at the media- 
teur; that is to ſay, he who deals puts 
down two fiſh before him, and you do not 
play by calling, nor have recourſe to ſpadill; 
for if you have: not a hand to demand a 


mediateur, or play ſans prendre, you muſt 


| paſs; and then he who deals puts down 
two fiſh before him, and you go on till one 
of the three plays; on which account it is 
called ſolitaire, ſeeing that Ln always play es 


alone. 


III. With regard to the manner of mark- 
ing the beaſts, you muſt obſerve the tables 
before given for tie common mediateur by 


four; the only difference is, that he beaſt 
made by remiſe is augmented by as many 
counters as there have been paſſes at the 
game; whereas that made by codill, is of 


no 


EE | 


= OY Ow 


2 J 
Rt 
f Z 


Annals of Gaming. 163 


no more counters th zan at the common 


mediarcur by four. 


As by this method you play one deal 


lets every tour, it is more cligible to play 
twelve tours than ten, before the repriſe 
or party is finithed. .. For the reſt, you fol- 


low at this game ihe laws of the mediateur 


by _ 
Theſe being the general rules for play- 


ing the game at Quadrille, it is obvious 


that thoſe who poſſeſs moſt frequently ſpa- 
dille, manille, and baſto, the three mata- 


dores will be the greateſt winners; therefore 
the connoiſſeur at this game will endeavour 

to ſecure theſe cards in particular. He 
can ſhuffle them in ſuch a manner, that 


they will be cut to the dealer from his left 


hand player (as the cards are dealt the con- 


trary way to what they are at whiſt) if he 


is in league with him; but if he has no 


confederate, the fame effect will be pro- 


duced by the ſlip, if he be any way dex- 
trous at it; for at this game it does not 
require ſo much addreſs as at whiſt (there 
; being fewer cards in number, and of courſe 


the 
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the bulk of the pack diminiſhed) by ſhuf- 
fling theſe three cards at bottom; but if 
he cannot lay hold of them all, two, or 


even one, muſt inevitably prevail in the 
long run. In caſe of a confederacy, ſigns 


and tokens may be eſtabliſhed, ſo as to 
know every material card in each other's 


hand, and thereby favour be ſhewn to pats 


or not, plays a ſans prendre, or for a vole, 
as occaſion may require, When there is 
no confederacy, a ſingle connoiſſeur will 
mark the cards, know all that are material, 

and thereby ſhuffle them to himſelf by the 
flip, or the help of a more ſimple ma- 
nœuvre, which I have known frequently 
ſucceed: this is by drawing off the lower 
4 parcel cut from firſt, and then placing the 
other upon it, by which means the cards 
remain in the ſame ſtare they did before 
they were cut. This, when the cards are 
properly ſhuffled by the aid of being mark- 


ed, produces all that is required. 


This game is moſt commonly played by 


the ladies, yet I am ſorry to ſay, that their 


tables are not intirely free from the decep- 
8 tions 


= 
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tions juſt mentioned, though it muſt be 
_ owned, they ſeldom extend their mana UUres 
beyond favouring one another, or making 
ſigns. I know however a lady who is a 
great Quadrille player, who can ſecure the 
matadores, and perform the flip equal to 

Jonas. The great ſtroke the ladies at- 
tempt is, in keeping the pool, when, by a 
very ealy legerdemain, they can ſerve them- 
ſelves to as many filh as they pleaſe. 


A Dictionary of the Terms of the Game of 
Quadrille. 7 


10 AS K LEAVE, 
8 at Quadrille, to all: leave to Play, by 


| calling a king. 


BAS T 


That! is the ace of clubs, which! is always 
the chird trump. 


BEAST. 


Is a penalty at the ſame game, which 
conſiſts in paying as many counters as there 


are down; and 18 incurred either by re- 
3 nouncing 
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nouncing, or by ſome other fault; or by 
not winning, when you ſtand the game, 
which is called making the beaſt. 


3 2 H E v 1 LE E. 
To be in Cheville, is to be between the 
eldeſt hand and che dealer. 


*© ODILE 
Is at the game of Quadrille, when thoſe 
who defend the pool, make more tricks 
than they who ſtand the game; the former 
are ſaid to win Codill, and the latter to 


loſe it. 


© 0 N SOL A T 1 0 N. 
Is a claim of the game, which is always 
paid by thoſe who loſe to thoſe who win; 


whether by Codill or Remiſe. 


E v OL E. 
Is when he who ſtands the game makes 


| no trick. 
DOUBLE. 


To play double is, to pay the game Ry” A 


the ſtake double, as . as the conſola- 
| tion, 
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tion, the Wes prendre, che maradores, and 
devole. 


FORCE. 


; The Ombre is ſaid to be forced, when 

you play a ſtrong trump to weaken him, 
if he over-trumps; he is likewiſe ſaid to be 
forced, when he asks leave, and one of the 
other players obliges him to play ſans pren- 
dre, or paſs, by offering to play fans Pren- 
dre. 


FRIEND 


ls at Quadrille, the player who has the 
king called, 5 


IN PASS E. 


. make the Inpaſſe is, when being in 
Cheville, you play the knave of a ſuit, of 
which you have the king. 


MANILL. 


Is, in black the two of ſpades or - elaliny 
and if in red, the ſeven of hearts or dia- 
monds, according to che ſuit i in which you 

P 
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play, and is always the ſecond trump at 
the game. oy 85 

MA 
The game is marked by the fiſh, which 


they who deal, pur down at Quadrille. 


M AT AD ORE S. 
There are three matadores, viz. Spadill, 


Manill, and Baſto, which are the three firſt 


trumps: their number is augmented ac- 


cording to the number of trumps that are 


joined to them, without interruption : when 


Spadill 73 wanting to make the number 


compleat, they are called falſe matadores. 


| MI L E E. 
Is a mark of ivory, which is ſometimes 
uſed and ſtands for ten fiſh, „ 


0 M B R E. 
Is the name given to him who ſtands the 
game, either by diſcarding or play ing ſans 


prendre at Ombre; or by calling or play- 
ing ſans appeller at Quadrille. To be with 


the ne, 18 to have the king called. The 
game . 
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game of Quadritle is likewiſe called Gn 
bre by four, and quintille Ombre, by five. 


E A 1 
Is the duration of the game, according 
to the number of tours that are agreed to 
be played: it is alſo called repriſe. 


PAS 


"Is the term that is _ when you have 
not a hand to play ; you then ſay, pals. 


PONTO. 


'Is the ace of diamonds, when diamonds | 
are trumps; or hearts, when they are 
trumps; and is then the fourth trump. 


p O UI. 


The poul conſiſts of the fiſhes, which 
are ſtaked for the deals; or the counters 
which are put down by the players; or the 
beaſts that go on the game. To defend 
the poul, is to be againſt him who ſtands 
the game. The word poul, likewiſe ſigni- 
fies a certain number of counters, ſuper- 


numerary to the cards, when the tours are 
. ſiniſacd, 
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finiſhes, and you play afcer the tours are 
Hiniſhed. 


PRA 
Is the number of fiſh or counters that 


are given to each playcr at the beginning 


of the Party. 
R-E G L E. 


s the order that is obſerved at the game; 
it is called at Quadrille, being in regle, 


when the Ombre trumps the return of che 


king called. 


REMISE. 


1s, at Quadrille, when they Who ſtand 
the game, do not make more tricks than 


they who defend the poul; and they ther n . 


loſe by remiſe. 


R E N 0 U N 0 E. 
ls not to play in the ſuit led, when you 
have of it: it is alſo called a renounce, when 
not having any of the ſuit led, you win 


with a card that is the only one you have 


of that ſuit, in which you play. 
R — PR 18 E. 


; Annats of Gaming | 171 
R E. P R I 8 E. 
| Is the lame as part ty. 


R E. PO KR 
Is the ſame as remiſe. 
ROY REN PU. 
That! is, the king given up; and is the 


method of playing Quadrille, when the 
king called being given up to the Ombre, 


he is with that to win the Gans alone. 
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Sa D 1 
Is the ace of ſpades, which is always the 
. fir trump. 


FORCED SPADILL. 


Is at Quadrille, when he who has it, is 
obliged to play; ; all the other F ha- 


vog paſſed. 


SANS APPELLER« 
That is, without calling; and is at Qua- 
drille, when you play withour calling a 


: King. 


hen 2 


No SANS 
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This term is uſed at Quadrille, though ; 
improperly, and then ſignifies the ſame as 
ſans appeller. 


FORCED SANS PRENDRE. 


Is, when having aſked leave, one of 
the players offers to play fans prendre, in 
which caſe you are obliged to play ſans 


prendre, or to A 


EN AC E. 


To be in tenace, is to wait wich two 5 


trumps, that you muſt neceſſarily make 
when he that has two others, is obliged to 
jead; ſuch are the two black aces, with re- 


gard to manill and ponto. 


TOURS: 


Are the counters, which they who win = 
by ſtanding the game, put down to mark 
the number of coups played; by which 
the duration of the party is determined. 


ESSAY 
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ES XI. 


Containing the Method af playing the 4 
of LOT TER, ſo much in vogue at Bath, 
and the I atering-places. Together with 
all the arl:jices ana legerdemains, that 
are frequently iuti cduced at this Game, in 
order to defraud, even at the rooms, 42 

a aha has en teſtified. 


F all the games on the cards, Lottery 


is, without doubt, the moſt amuſing, 


and the game of the greateſt commerce. 


A great excellence of this game is, that it 


is moſt agreeable when there is a great 


number of players; for it may be played 
by ted, twelve, or more; but not well 
with leſs than four or five players. 

They play with two entire packs of cards, 


2 one of which ſerves for the tricks, and the 


other for the lots or prizes. 

Each player ſhould take a certain num- 
ber of counters, more or lefs, that, and 
their value, dep ending. on the wil of the 


Players, 
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Theſe points being ſettled, every one 
gives the counters he has, for his ſtake, and 
being put all together into a box or purſe, 
on the middle . the table, they compoſe 
the fund of the Lottery. 55 

The players being all ranged round the 
table, two of them take the two packs of 
cards, and as it is of no imporancè who 
deals, as there is no advantage in being 
eldeſt or youngeſt, the cards are commonly 8 
preſented, in compliment, to ſome two of 
„„ ? 

The dealers, hier well Mutig the 
cards, and having them cut by their left- 
hand neighbours, one of them deals a card 
to each player, and all theſe cards are to 
remain turned, and are called, the Lots: 
_ each player then places on his lot what 

number of counters he thinks proper: they 
ſhould obſerve, however, to make them 
one higher than the other, that there may 
be as few as poſſible of the ſame value. 

The lots being thus prized, he who has 
the other pack, deals likewiſe to each player 
one card, which are called, the Tickets: 

each 
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each player having received his card, tho 
lots are then turned, and each examines 
whether his ticket anſwers to any of the 
lots; for example, if the luts ate, the knave 
of clubs, the qucen of hearts, the ace cf 
tpades, the eight of clubs, the ſix of dia- 
monds, the four of hearts; the three of 
ſpades, and the two of diamonds; be, Ot 
they, whole cards correſpond to any of 
| thoſe, take up the lot or Prize that is mark- 
ed on that card. | 
The two dealers then collect thoſe cards 
that belong to their reſpective packs, and 
after having ſhuiſied them, deal again in 
the ſame manner as before, the lots being 
laid down and drawn by the tickets, in the 
manner we have juſt mentioned; and ſuch 
lots as remain | undrawn, are to be added to 
the fund of „ | 
| This but nen contindes Bil the fund is 
all Gruwn any alter . htc: 5, En CH Lge ©X= 
amin: 5 what lic has won, and tke kes ae 
paid ia money, by him who drew the "Ot 
tery, whole buſincls it is to collect any wi 
vide it. e 
| 14 | If 
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If the party ſhould laſt too long, inflead 
of giving only one card to each, for his 
ticket, you may give two, three, or even 
four, one after the other, according as you 
have the party continue : the increaſing the 
value of the lots likewiſe, . greatly to 
ſhorten the party. 
This game is highly diverting, and af- 
fords an uncommon pleaſure ; and as it 18 
attended with no difficulty, it cannot but 
be agreeable; for even thoſe players, whoſe 
vivacity prevents them from giving the leaſt 
attention to their game, may here play 
without any diſadvantage, as it is altoge- 
ther a game of chance, and where no great 
risk is run, the loſs being always confined : 
to a certain number of counters. 
Although the game of Lottery has all 
the appearance of a fair game, and a game 
of chance, yet there are many ways of 
cheating the unwary. The connoiſſeurs 
never deſire to play at any game ſooner than 
| thoſe that go under the denomination of 
chance. The advantages that may be taken 
at this game are various. For example, 
: When 
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when the dealer takes the cards, in order to 


place the lots, he can diſcover to an ac- 


complice one or more of the above cards, 


by raiſing the card or cards the leaſt degree 
higher than uſual. One is ſufficient to be 


5 . and the accomplice, who is to diſ- 
tribute the tick. ets, by the help of 2 little 


legerdemain in ihuitling, can ſo fix the 


ſimilar card as to give it to whom he pleaſes, 


after being cut and flipr into their original 
ſtate, If he can diicover more than one, 
the ſooner thoſe in the combination can ef- 
fect their purpoſes. If the dealer is not 


very expert at the flip, he muſt palm the 5 
cards to anſwer the ſaine purpoſe. This 18s 
done by ſhuffling two or three cards ſimilar 


to thoſe that are made lots or prizes, to the 
top of the pack, and then juſt before they 
Art cut, ſecuring theſe three principal cards 
in the hand, ready to be joined to the par- 
cel which is to go uppermoſt :; by eie 
means, a prize card may be gien tO an 

three perſons he thinks fir, Accordit NZ as 
theſe perſons are ſeated; the dealer nul 
VC the cards; that is, inert or l hom 
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in ſuch a manner, that in giving the prize 
cards, they will come to thoſe for whom 
they are intended. Another method may 
be uſed inſtead of palming, which is to 
make a bridge or niche before the cards 
are cut, fo that when the accomplice 
cuts into this bridge or niche, they muſt. 
inevitably anſwer in giving them abour. 

The moſt certain and eaſy way is that of 

marking in each pack as many ſimilar cards 
as are thought neceſſary, three or four are 
ſufficient; when this is done, the perſon 
who deals makes theſe cards the prizes or 

lots, which is eaſily done by ſhuffling, cut- 
ting, or ſlipping ; after which, one of the 
accomplices 1s ſuppoſed to give out the 
tickets, which in doing, as he knows them 
by their marks, he can eaſily ſhuffle them, 
in order to give the ſimilar cards to whom he 
pleaſes. The fraudulent part of this game 
is generally effected by co: bination, Which 
makes it diſicult for any one perſon to have 
an a. vantage without an aſliſtant: however, N 
there are even ways to ſecure the prizes, or 

at leaſt to make a certainty of winning 
when 
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when one perſon only is concerned, and is 


to diſtribute the tickets, Having marked J 
the cards ſo as to know them particularly, 4 
he muſt take notice of thoſe laid down for 1 
pPrizes, and perceiving ſuch card or cards by | 
as are known by his mark, he muſt inſert 48 ' 
or fix the cards intended tor lots, in ſuch a if | 
manner as to ſecure a prize to himſelf, It 90 
is requiſite here, that he ſhould be maſter 1 
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— 


of the ſlip, or palming, for it muſt depend 
totally upon one or the other, nobody be- 1 
ing placed either to cut to him, or to aſliſt 
5 him 1 in any reſpect whatſoever. . 
There is a more ſimple method of playing 
= = this game, which makes It much caller to 
gain Ihe aforeſaid advantages. This i is, 
when the dealer gives out thoſe cards in- 
tended for prizes, which conſiſt of ſuch a 
8 number only, two, three, or four, ſo that 
theſe cards may be much more eaſily kown 
by the means we have already mentioned, 
than when a greater number are uſed. 
Voarious methods may ſtill be invented to 
defraud at this game; but as our deſign is 
not to contrive the means of cheating, but 
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to prevent the unguarded from being de- 


ceived, by ſetting forth, in the moſt per : 


ſpicuous manner, thole methods already 


made uſe of, we ſhall content ourſelves 


with what we have already ſaid upon this 
—_—  --- „„ BE 


ESSAY. 
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E SS A T xi 


Containing an Account of the Game of Back- 
gammon, with the moſt approved Method. 
of playing at it, and the Rules of the Game. 
Together with the Artifices and Legerde- 1 
mains N are ſrequentl FRO 1 


His game is played upon a table di- | 
vided into two parts, upon which | 
5 there are twenty four points. Each adver- | 
ſary has fifteen men, black and white, to | 
diſtinguiſh them. Theſe are diſpoſed of 
thus: ſuppoſing you play into the right 

hand table, two upon the ace point in your 
adverſaries table, five upon the ſix point 
in the oppoſite table, three upon cin 
point, in the hithermoſt table, and five on 
the ſix point in your own table. The ob- 
ject being to bring the men round in your 
own table, all throws that contribute to- 
Wards it, and prevent your adverſary doing 
the like, are advantageous, and vice verſa. 
Accordingly the firſt beſt throw upon the 
dice is eſteemed aces, as it ſtops the ſix 
point 
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point in the outer table, and ſecures the 


cinque in your own, whereby your adver- _ 
ſary's two men upon your ace point can- 


not get out with either quartre, cinq, or 
fix Wherefore this throw is an advan- 
tage frequently asked and given between 
Players that are not equally Skilful. 


Directions how to carry your men home... 


When you carry your men home, in 
order to loſe no point, you are to carry the 
moſt diſtant man to your adverſary's barr 
point, that being the firſt ſtage you are to 

place it on; the next ſtage is ſix points far- 

ther, viz. in the place There your adver- 


ſary's five men are ſirſt placed out of his 


tables; the next ſtage is upon the ſixth 
point in your tables. This method is to 
be purſued till all your men are brought 

home, except two, when by loſing a point, 
you may often ſave your gammon, by put- 
ting it in the power of two lives, or two 
fours to ſave it. 


1f 
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If; you play to win a hit only, vou are to 
endeavour to gain either your own, or your 
adverſary's cinque point; and if that fails, 


by your being hit by your adverſary, and 
you find that he is forwarder than you, in | 1 
that caſe you muſt throw more men into 1 | 
his tables. The manner of doing it is \i 
thus: put a man upon your cinque or barr N. 
point, and if your adveriary neglects to hit | 9 
it, you may then gain a forward game in- ; { 
ſtead of a back game; but if he hits you, ' 
you muſt play-for a back game and then £1 
the greater number of men which are taken 1 
up makes your game the better, becauſe 1 
you will, by that means, preſerve your game = 
at home; and you mult then always endea- 9 


vour to gain both your adverſary's ace and 
trois points, or his ace and dzuce points, 
and take care to keep three men upon his 
ace point, that if you chance to hit him 
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from thence, chat point may remain ſtill h 
ſecure to you, {if 
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At tae beginning of a ſet do not play 
for a back game, becauſe by ſo doing you 
would Pla, to a Zrcat diſadvantage, run- 1 
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ning the risk of a gammon to win a ſingle 8 
hit. 


Directions fer playing at ſetting out the 
thirtly-fix chances of the dice, when you 
are to play for a Kamen, or for a Angle c 


kit. 


Two aces to be played on your cinque 
point, and barr Point | for a gammon, or 
for a hit. | 
Two fixes, to be played on your adver- 
ſary's barr point, and on your own barr 
point, for a gammon, or for a hit. 

* Two trois, two to be played ic on your 
cinque point, and the other two on your 
trois point in your own tables, for a . 2 
mon only. 

* Two deuces, to be W on your 
quatre point in your own tables, and two 
to be brought over from the five men 
phced in your adveriary's tables, for a 

gammon only, _ 

* Two fours, to be brought over from 
the five men placed in your adverſary's 


tables, and to be put upon the cinque 
Foint 
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T; wo fives, to be brougl t over from the 
five men placed in your adverſary's tables, 
and to be put on the trois point in your 
| own tables for a gammon, or for a hit. 


Size ace, you are to take your barr point 


for a gammon, or for a hit. 


Size deuce, a man to be brought from 
the five men placed in your adverſary's 
tables, and to be placed on the cinque 


5 N in your own 1 tables, for a gammon, 
or for a hit. | 


Six and three, a man to be brought from 


your adverſary” s ace point, as far as he 
. will go, for a gammon, or for a hit. 

Six and four, a man to be brought from 
your adverſary's ace point, as far as he will 
g £0, for a gammon, or for a hit. 


Six and five, a man to be carried from 
your adverſary's ace point, as far as he can 


go, for a gammon, or for a hit. 
Cinque and quatre, a man to be carried 
from your adverſary's ace point, as far as 
he can go, for a gammon, or for a hit. 


Cinque 


point in your own tables, for a gammon 
| only. | | 
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Cinque trois, to make the trois point in 
your table, for a gammon, or for a hit. 
Cinque deuce, to play two men from the 
five placed in your adverſary! 8 tables, for 
a gammon, or for a hit. 5 
Cinque ace, to bring one man from 
the five placed in your adverſarz's tables 
for the cinque, and to play one man down 


on the cinque point in your own 1 tables for 


the ace, for a gammon only. 
Quatre trois, two men to be brought 
from the five placed in your adverfary's 


tables, for a gammon, or for a kit. 


Quatre deuce, to make the quatre point 
in your own tables, for a en or kot 


à hit. 


* Quatre ace, to play a man from the 
five 1 rh in your adverſary's table for the 
quatre and for the ace, to play a man down 
upon the cinque point in your gun tables, 


for a gammon only. 


Trois deuce, two men te be brouc: ht 


from the five placed in your edverſary's. 


tables for a gammon only. 


Trois 
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Troice ace, to make the cinque point 


in your own tables f for a gammon, or for 
. 


Deuce ace, to play one man from the 


five men placed in your adveriary's tables 
for the deuce; and for the ace to play a 
man down upon the cinque point in your 
own tables for a gammon only, 


 DireAions how to play the chances that are 


marked thus G when you are en 70 J. 


© a a hit. 


Wo trois, two of them are to be played 


on your cing! e point in your own tables, 
and with the other two you are to take the 
quatre point in your adverſary's tables, 
+ Two deuces, two of them are to be 
played on you quatre point in your .] n 
tables, and with the other two you are 
to take the trois point in your adverſary's 


tables. 


The two foregoing caſes are to be played 


in this manner, for this reaſon, viz. that 
Werde you would avoid being ſhut up in 


your 
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your Hande s tables, and have the chance 
of throwing high doublets to win the hit. 
* Two fours, two of them are to take 
your adverſary's cinque point in his tables; 
and for the other two, two men are to be 
brought from the five placed in your ad- 
vella es. 
* Cinque ace, play che einque from 

the kbe men placed in your adverſary's 
tables, and play the ace TOW your adver- 
ſary's ace point. 
2. Quatre ace, play the quatre from 
the five men placed in your adverſary- 5 
tables, and play the ace from the men on 
your adverſary's ace point. 
3. Deuge ace, Play the deuce from 
the five men placed in your adverſary's 
tables, and play the ace from your adver- 


ſary's ace point. . 


Some obſervations, hints, and cautions, 
which are to be attended to, 


By the directions given to play for a 
gammon, you are voluntarily to make 


: ſome 
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: ſome low: the odds being in your favour 
that they are not hit; but ſhould ic fo 
happen, that any blot is hit, as in this caſe 


you will have three men in your adver- 
ſary's tables, you muſt then endeavour to 


ſecure your adverſary's cinque, quatre, cr 
trois point, to prevent a gammon, and 
muft be very cautious how you ſuffer your 
adverſary to take up a fourth man, 

Take care not to croud your game at 
any time, if poſſible, What is meant by 
crowding a game, is the putting many 


men either upon your trois or deuce point 


1 your own tables; which is, in effect, 


loſing of thoſe men, Wy not having them - 


in play. 


Beſides, by crouding your game, to at- 
tempt to a ſave gammon, you are often 


gammoned; becauſe when your adverſary 


finds your game open, by being crowded 


in your own tables, he may then play his 
game as he thinks fit. 
I you are obliged to leave a blot, by 
recourſe had to the calculations for hitting 
th you will find the chances for and againſt 
you; 


r ene iba 
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you; and conſequently you will bis enabled 
to judge how to play your game to Me g 
greateſt advantage. 
You will alſo find by the calculations, 
the odds for and againſt you, on being bit 
by double dice, And conſequently, you 
will have it in your power to chuſe ſuch a 
method of play as 1s moſt to pore advan- 
tage. 5 
If it is neceſſary to make a run, in order 
to win a hit, and you would know to a 
point which is the forwardeſt, your adver- 
ſary or you, take the following method: 
Begin with reckoning how many points 
you muſt have to bring home to your fize | 
point in your own tables, the man that is 
at the greateſt diſtance from it, and do the 
like by every other man that is abroad 
when the numbers of the abſentees are 
ſummoned up, add to them the following 
numbers for thoſe already in your own 
tables (ſuppoſing the men that were abroad 
as on your ſize point for bearing) namely, 
ſix for every man on the ſize point, five 
for every man on the cinque point, four 
EL a 
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for every man on the quatre point, three 


for every man on the trois point, two for 


every man on the deuce point, and one for 


every man on your ace point. Do the like 


to your adverſary's game, and then you 


will know which of you is forwardeſt, and 
| lkelieſt to win the hit, 


* 


7 he Laws of Back- Gammon, 
OY If you take a man from any point, 


that man muſt be played; the ſame muſt 


be done if two men are taken from it. 


2d. vou are not underſtood to have 


played any man, till you have placed him 
upon a point, and quitted him. 


34d. If you play with fourteen men only, 
there is no penalty attending it, becauſe by 


playing with a leſſer number than you are 
entitl d to, you play to a eee by 


not having the additional man to make up 


your tables. 


4th. If you bear any number of men 


before you entered a man taken up, and 
which conſequently you was obliged to en- 


ter, ſuch men, ſo borne, muſt be entered 
again in your adverſary's tables, as well as 
1 


the man taken up. 
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5th. If you have miſtaken your throw 
and played it, and if your adverſary has 
thrown, it is not in your or his choice to 
Alten it, unleſs both Farties agree to it. 


As this game is played with dice, it will 
naturally occur to the reader that when any 
foul play is put in execution, it muſt be by 
means of the dice to favour ſuch throws as 
are wanting; for inſtance, in caſe you are 
taken up, and all your adverſary's points 
are made in his table, except one, It wil 
be neceſſary to throw that particular num- 
ber, in order to enter. A connoiſſeur then 
will perform this, either by ſecuring a die, 
or having a loaded one ready to ſubſtitute. 
Again, when you come to bearing your 
points, as all high throws certainly tell, a 
connoiſſeur will nach time ſecure a fix or 
five, or if occaſion requires it, doublets. 
It is well known that dice are plumbed to 
run high or low, as the ſtate of the game 
requires: others for doublets, and ſo on. 
Changing the dice, it is true, 1s a danger- 
ous operation, in caſe of detection; but 


the unwary do not t ſuſpect, and an expert 
con- 
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connoiſſeur will do ir without being per- 


ceived. An adept, however, without hav- 
ing recourſe to loaded dice, will cog them 
fo dexterouſly as to bring his number al- 
moſt to a certainty. W this is ſuſ— 
pected, the only method is to bar the 
throw, which may be done without giving 
offence, It is therefore neceſlary 105 2 
player who is deſirous to avoid being de- 
frauded, to keep a conſtant eye upon his 
adverſary's hand with which he ſhakes the 
box, otherwiſe he may catch one of the 
dice with his fore-finger, as is often done, 
and land it (as the phraſe is) with ſuch a 
number uppermoſt as he pleaſes. What 


has been here faid will be ſufficient to pur 


the fair N upon his guard againſt the 


1mpolit ions of the dice, which is all that is 
to be dreaded at this game, as the reſt muſt 


depend upon ſuperior judgment; and ir 
cannot be ſuppoſed that any player who is 
the leaſt judge of the game, will let his adver- 
ſary mark his points wrong, or take up the 
dice before he has obſerved the throw. 
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laren 
He many points upon the thirty-ſix- | 


| 1 chances? 
| ANSWER, PoiwTs. 
| 2 Aces — — 4 
| 2 Deuces — 8 
2 Trois e © I2 
2 Fours — 16 
| 2 Fives — 20 
| 2 Sixes — 24 
þ '6 and g twice _— 20 
6 and 4 twice — 20 
6 and 3 twice — 18 
6 and 2 twice — 16 
6 and 1 twiſe 14 
5 and 4 twice — . 
5 and 3 twice — 16 
5 and 2 twice — 14 
5 and 1 twice — "212 © 
4 and 3 twice 7 14 
4 and 2 twice — 12 
4 and 1 tW-icde 10 
3 and 2 twice — 10 
3 and I twice — 8 
5 2 and 1 twice £596 6 
þ | I points. 
N 2941 8 
El Divided by 36 128}! 


6 294 
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294 N by 36, ſolves oh queſtion; 


by which it appears, that one throw with 


another you may 98 to throw 8 upon 
two dice. 


I would know how many chances there 


: are upon two dice: 4 
The anſwer is 36, which are as follow: : 


2 Sixes —_ 
2 Fives — 
2 Fours — 
2 Trois — — 
2 Deuces 

e oo os 
6 and 5 twice 
6 and 4 twice 
6 and 3 twice 
6 and 2 twice 
6 and 1 twice 

5 and 4 twice 
5 and 3 twice 
5 and 2 twice 
* 5 and 1 twice 

4 and 3 twice 

4 and 2 twice 
* 4 and 1 twice 
3 and 2 twice 
3 and 1 twice 
* 2 and 1 twice 
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Becauſe a learner may be at a loſs to 
find out by this table of 36 chances, what 
are the odds of being hit, upon a certain, 
or flat dice, let him take the tollowing me⸗ 


thod, 


R X A M P. I. E. 


To know the odds of being hit upon an 


acc? 
Look in the table, 1 you will find 


thus * marked. 


* 2 Aces — x 

* 6 and 1 twice — 2 
5 5 and 1 twicſte —— _ E 

„%% on * 

— 4 and 1 twice — 2 
* 2 and 1 twice — — 2 
Total x1 


Which deducted from 36 


The remainder i is 2 5 


By a ig appears, that it is 2 „ 
to 11 againſt hitting an _ upon a certain 


or flat dice. 
The like method m be taken ths; any 


other flat die, as you have ſeen with the 
I would | 


Anna's o f G 2 PLA : 


F-O-7 


4 


I wouid know what are the odds of even 
ing a man upon „ 2, 3 4, Or 5 points? | 


A; aſwer. R ed uced, 

. for aga inſt for ev0 
ww UPON Ip Hint 18 11 to 25 Or about 4 too 
5 upon 2 pe Alis 20 16 —- nd © 4 
upon 3 points 27 9 — 

f Jupon 3 points 2 9 - 4 

©. { UPON 4 points 32 4 — 8 | 

OY, upon 5 points 35 1 
I would hs what are the odds of hit. 


ting, with any chan ICE, bh the reach on 


 fingle die? 
upon 1 


4 

| upon 
SQ upan 
upon 


(upon 


ä _ To bit 


upon I. 


Aa > ow 


is 21 


12 

24 

15 
13 
1 


to 25 
24 
22 
2:1 

-— 
19 


or about 4 to 9 


me 1. 
— 2 
ain 8 


I I] would know what are the odds of hit- 
5 ting with double dice? which are as follow: 


Ee pas 2 


upon 8 
ugon 9 


| -To hit 


| 
| 
04 upon io 
J upon it 


is 6 1 30 Or about 


1 


5 
35 


= 


34 


(upon 12 or 20's 1 30 


To explain farther to a learner how to 


make uſe of the table of 36 chances, when 


— — 
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at a Joſs to find the odds of being hit upon 
any certain or flat die, this ſecond example 
is here added to ſhew how to find by that 
table the Odds of being hit upon a 6. 


Sixes 


Deuces 

and 5 twice 
and 4 twice 
and 3 twice 
and 2 twice 
and 1 twice 
and 1 twice 
and 2 twice 


NO Oos S 


— — 


Trois — 


2 ͤ died 
3 
Wye oo — 
— — 
— — 


— 


N yg 8 — — 


oy. 


Which deducted from 3 ”Y 


——— 


Remainder i is 19 


By the foregoing example it is en 8 


2 


that it is 19 to w7 againſt being hit upon 


The odds of. 2 love is about 5 to 2. 


and of 2 to l 


and of 1 love 


— 
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ESSAY MME 
Containiug an Account of the Game of Al.. 
Fours os it is u/nolly played, and the Ad- 
vantages that may be taken, and Fineſſes 
_ that may be introduced b . thoſe WHO under= 
fans the Maneuures of the Card 5. 


T HE | E are three prince pa cards in 
this game, which are ace, knave, 
and dence of trumps; the ace reckons 


Neſt, as higheſt, the deuce next, as loweſt, 


jack or knave, as third, and what is 
called the game, as fourth and laſt; from 
_ whence the game derives its name of All- 
Fours. 

What is meant by the game as fourth, 
the majority in 1 after you 15 
played your cards, reckoning any ace as 
four, any king as three, any queen as two, 
any knave as one, and the tens expreſs 
themſelves, by counting for ten each. Af- 
ter cutting for deal you muſt deal fix cards, 
three by three, and turn up the thirteenth 
dard for che trump. If then the eldeſt of 
K 4 1 
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hand does not like his cards, he is at liberty 
to beg, that is, to have three more dealt to 


him: in caſe the trump is the ſame as was 
the laſt, the dealer muſt keep dealing on 


till it is changed; if in the courſe of deal- 
ing a knave is turned up for the trump 


= card, it reckons for one. Then the elder 
hand proceeds to play a card, which, unleſs 


he has the ace, king, or queen of trumps, 


ſhould be a ſmall one, in order to throw 
the lead into his antagoniſt's hand, thereby 


keeping the tens, if he has any, for an 
opportunity to make, by being laſt player; 


or if he has the jack of trumps not well 


guarded, he ſhould take the firſt card his 


antagoniſt plays, with it, if he can; and 


then keep playing a ſmall one to him again, 
in order to be laſt player, which is a great 


advantage at this game. 


When the hand cards are played out, 


you reckon for game, that! is, the fourth 
point. If you play the ſeverities of the 
game, you muſt not look at your cards 
upon this occaſion, but muſt mark your 


game according ro the beſt of your re- 
mem - 


- points. 
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anos: 


niſt takes the advantage, and ſcores up All- 
Fours to his ſcore, but generally no more 


than one point, according as it is agreed 


upon. The only judgment of this game 


_ conſiſts in playing your cards well, fo as 
to make your tens, aces, kings, &c. and 
thereby gain the game point, which is a 
very material thing at Ali-Fours, as the 


game, for the ſtake, ſeldom exceeds eight 
or ten points, according as you make 1t be- 
fore you begin to play; all the reſt de- 
pends upon c hance, that is, if the game is 
played fair; for which reaſon, various are 


the methods of cheating at this game, in 


order to ſecure the ace, deuce, jack, or 
any of the capital cards, to make the nott 


lain them in the beſt manner we can. 
Firſt then, the moſt unſuſpected advan- 
tage a player may have over you, is by 
having an accomplice to look over your 
band of cards, pretending at the ſame time 
ö 2 


if you mark a point for 
game when you have it not, your antago- 


Of theſe methods we ſhall now 
give fome account, and endeavour to ex- 
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to back you, while he gives your antago- 
niſt, who is to win, ſuch ſigns as will yo. 
note to him every card in your hand, which 
may be eaſily done by fixing ſuch a ſign 
for any particular card: for example, by 
raking ſnuff, or touching any particular 
button with a particular finger, or fingers 
themſelves, either of theſe is ſufficient to 
ſhew any card you have in your hand to 
your antagoniſt, by which means he can 
play his cards accordingly, and thereby be 
almoſt ſure of winning in the long run. 
We have, however, ren chance prevail to 
ſuch a degree, that the dupe has held, by 
accident, ſuch great cards as to prevent 


his ad verſary's winning by the means of 


Hons only but this immoderate luck can- 
not hold. The only thing the connoiſſeurs 
have to fear when they play deep is, being 
ſtript before their Jack turns, or rather be. 
fore the cards run equal; for equality of 
cards is ſufficient to win the Bank of Eng- 
land, with the aſſiſtance of ſigns only. 
The next method of ci eating is what 
often 13 practiſed without dete tion, which 
| 18 
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is what they call the after-game. The 
cards are dealt ſeeminoly as vſual, but by 
the art of ſhuffling, three capital cards are 
contrived to be taken in, in caſe you beg : 
this may be done by a very ſimple ma- 
neœuvre, whilſt the cards are putting toge- 
ther; in order to ſhuſſle them, that is in 


caſe you neglect mixing them youtſelf; ace, 


deuce, and knave being the three principal 
cards, they may be ſnatched up impercep- 
tibly, with an in. different one of the ſame 
uit for the trump card, which being placed 
_ underneath theſe three, make four in num- 


ber; by a turn in ſhuffling theſe may caſily 
be conveved to the top of the pack; when 


they are N with any three cards over 


them, you cu: - the cards, and” by his ta- 


king vp that parcel which remains on the 
table to deal with, as if to avoid trouble, 
as a few only are required | in the deal, the 


other 33 which was cut off remains un- 
touched; Won as the trump card is 


turned f is parcel is put uppermoſt 
with the cramp card z tins, is done in fuch 
a manner as may not be obſerved | OY the 


9 | 85 | ad erlary, . 
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adverſary. If you then beg he deals on, 


and conſequently gets the three capital 


cards to himſclf, by which means he may 
make All-Fours. 


Many dexterous at the ſlip keep the par- 


cels together after they are cut ſo imper- 
ceptibly as to deceive the ſharpeſt eye, 


till they turn up the trump, and then ſlip 
them for the after- game. If you take care 


to mix them well yourſelf, this cannot be 
done but by marking the four principal 


cards, in order to find them out in ſhuff- 
ling, as the dealer has an undoubted right to 5 
ſhuffle laſt. There are however two acci- 
dents that may impede the after- game; 
the one is when the cards happen to be 
cut too low, and the other, when the firſt 
trump is of the ſame ſuit with that the 


after- game is made for. 


We have ſcen ſome very expert hands, 
who, by dint of marking and ſlipping, have 


dealt themſelves ſuch à hand as could very 


| well afford to give one when you begged. 
This is what they call reducing it 10 a ccr- 


tainty. 


Dee 


« -< 
„ 


* i x 
—_—_COwwA_—__wu — — 


| 
\ 
1 


Annals of Cam 205 

BV marking the tens only we have ſeen 
a man cut up, as the phraſe is, without 
being the leaſt ſuſpicious of the cauſe, 
knowing what tens you have in your hand 
being a great pull, eſpecially to thoſe who 


play the game well. Some are very dex- 
terous in turning up the jack, which at a 
pinch of the game 1s a great thing. This 


is done by either ſliping the cards, or palm- 


ing the knave; ; however the latter! 18 the 


moſt common. 
Other means are 3 uſe of by marking 


the capital cards, which may be eaſily ſug- 
geſted from what has already been ſaid; 
therefore to conclude we ſhall only obſerves 
that this game is as dangerous as any upon 
the cards, to thoſe who are not greatly 855 
on their guard. N 
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ESSAY XIV. 


Containing an Account of the Game of CO- 
MET, commonly called Pops Joan, with 

the Legerdemains and Fineſſes made Uſe of 
to defraud the Unwary. 


HIS game may be played by any num- 
ber af perſons not exceeding eight; 


and depends upon the players diveſting f 


themſelves of the cards my have deal 


| them, 


Whoever plays his cards off Er wins the | 


game. The nine of diamonds i is the comet 
or the pope, and is the rule at this game 


to begin with that card where you have the 
greateſt ſequence, for example. 


The eldeſt having the two, three and 


four, but not the five, if he has the cards 


that follow from the ſix up to the king, 


he ſhould not begin with the two, three 
and four, without the live; but by playing 1 


the ſix firſt, he ſays, ſix, ſeven, eight, nine, 


ten, knave, queen and king; and by that 


means he plays eight cards, whereas by be- 


ginning with the two, he could only hare 
5 played 
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played three: now it is che grand object 


at this game, to play a great number of 


cards; for he that firſt finiſhes his hand, 


by playing all his cards, marks the other, 


for all the points that remain in his hand. 


However, if you ſnould have three two's 


without a three, and after that your cards 
ſhould follow in tolerable good order, as 
there is no proſpect of your coming in again 


by the two as there are no cards below 
that, you ſhould begin with that, and ſay, 
two fans three, or without three; eſpecially. 
if you have any kings, he which you may 


enter again. 
When” you have not the comet, and 


have four two' 3, a three, a four, a five, a 


| fix, a ſeven and an eight lans nine, and have 
all rhe other cards, up to and including 
the king; beſides ſeveral queens and as 
. kings, by favour of which you can 


| com op play again; you ſhould not be- 
gin with the two, for after having played 


the laſt king, if you have only the four 


t wo's, the three, four, five, fix, ſeven and 
eight; by playing the four two's together, 


vou a ni by the eight, and by that means 
| | | george 
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regorge the comet; for the adverſary 3 
ſtill ten or twelve cards remaining, does not 
ſuſpect that they all follow in ſequence. 
To regorge the comet is to have played 
all the cards, when the comet remains in 
your adverſary's hand. 


When you have your cards of thi ſame 


ſort, you ſhould not play them together, 
but when you have cards that are below 
them; and not begin the lead, but with 
| ſuch as follow thoſe four, becauſe the ad- 
verſary having none of that ſort, muſt ne- 
ceſſarily enter there; and by that means 
all thoſe that remain below them are hoc's; 
but you ſhould never play them together 
when you have none of an inferior rank; 
unleſs the game ſhould be ſo diſpoſed, that 
by playing them you finiſh your hand.: 
As the principal advantage 1n this game 
is, to finiſh your hand by playing the co- 
met for nine; as it is then paid quadruple, 
and the points are alſo marked quadruple, 
it is proper to remember what cards the 
adverſary has not; for example, ſuppoſe 
the adveriary has no five, and has only three 
cards, and you have a two and the comet: 
| - J ou 


Annals 7 Gaming. = 209 


you would, then ſay, two ſans three; for if 

the adverſary has no three, you finiſh by 
the comet for nine; and ſuppoſing he has 
a three, and even a four, they make only 
two cards of the three that he has; he ſays 
three and four fans five; you croſs him, 


and finiſh by the comet, which 1s not then 
put for nine; however it is paid double, 
and doubles the adverſary's points. 


There is another almoſt certain method 
of finiſhing with the comet for nine; which 


is when you know that the adverſary has 
no nine, and ſuppoſe that he has eights, 


you reſerve the comet by ſaying, three, 


four, five and ſix fans ſeven, the adverſary 
ſays, by playing a ſcven and eight, tans 


nine, you bert finiſh with the comet 


for Hine. 

When the eldeſt has play ed all the cards 

he has in ſequence, and is obliged to ſtop 
at a card that he has not; for e if 


he ſays, four ſans five, the other then plays 


a five if he has it: and you muſt obſerve, 
that after playing his five, he is not at li- 
berty to lead what card he pleaſes, for he 


muſt follow the natural order of the cards, 
going 
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going from the five vp-to the king „which 


is the higheſt card of the game; ofror which 
he may begin again by what card he thinks 


Proper; and you muſt obſerve alſo, that if 
his cards do not follow each other up to 
the king, for example, if he has no knave, 


he plays down his cards, and fays, five, ſix, 
ſeven, eight, nine and ten, ſans knave; but 


if the other player likewiſe has no knave, 


in that caſe, he who ſaid ten ſans knave, 
is not obliged to play the queen, which is 
the bard above the knave, but he oy then , 
lead what card he pleaſes. : | 

He that has two or three kings, may 
play them immediately after one another; 


and he ſhould do it when he ee, that 
there are no more queens. 


You are to endeavour as much as poſſi- 


ble, to get rid of thoſe cards that are the 


higheſt in point, as all the figures, which 


tell ten each, the tens, the nines and eights; 
for when theſe cards remain in hand, you 
are marked the greater number of points; 
but you are to play them apropos, as they 


may ſerve to croſs your adverſary's play, 
or to bring you into play: that depends 


g 
3 
1 . 
? 
? 
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1 . 
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on the di ſpofition of the cards which you 


| have in your hand, and the conjectures you 


are able to make of your adverſary's hand, 
by the cards that have been already played. 


You ſhould alſo endeavour to get rid of 
your low cards, as two's and three's; for 


after a certain number of cards are played, 


it is difficult io enter by a two or a three, 
and you have no Jonger an opportunity of 
getting rid of them, unleſs you ſhould . 
have kings, or ſome cards your adverſary 
has not: in that caſe as you enter by what 
cards you pleaſe, you ſhould play the two's 
and three's, and other imall cards that you 
may have. 


The comet makes hock every where, 


5 that is, he who has it, may in playing his 
cards, employ it for what card he pleaſes; | 
for it is king, queen, knave, ten, or any 
other card, according as the player pleaſes, 
| and as he finds convenient for his intereſt. 
Obſerve, that after employing the comet 
for a queen, or other inferior card, you 
are not obliged to play the card that imme- 
diately follows it, but may begin again by 


what card TOE: think proper, 


If 


oy 

: 
» 
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| If the player who has no comet, is ob- 
liged to ſtop at a card he has not; for 
example, if not having the queen. he ſays | 
knave ſans queen ; he: that has the comet 
may play it for the queen, if it is his in- 
tereit to croſs the line of the others play; 
and then play what card he thinks proper; 
but if he that has not the comet, plays his 
cards in ſequence, according to their na- 
tural order, beginning with the low cards 
and going up to the king, he cannot be 
interrupted by the comet. 5 
When you finiſh by the comet you are 
paid double, as was ſaid before, and the 
points which remain in the other's hand 
are counted double ; for example, if he 
has a queen, a knave, and a five, he is 
counted fifty points, inſtead of twenty- 
five. I” | e 
When you finiſn by the comet, and it is 


played in the place of a nine, it is paid 


quadruple, and the points are counted the 
Ine. | 

When you have the comet remaining in 
your hand you pay double, and the points 


you have in hand are marked double. 
ld hen 
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When the eldeſt hand runs "of all kis 
cards, without interruption from the firſt 
to the laſt, that is called making the Opera. 


When you make the opera, the points 


are counted double : and when you make 
the opera by finiſhing with the comet, it is 
paid quadruple, and the phi are counted 


the ſame. 


When you make the opera, by finiſhing 
| with the comet for nine, it is paid Futon, 
and 1s augmented according to the number 
of times it has not appeared; and the points 


are counted eight times, this is, if he who 
is the opera, has an hundred points in his 


hand, the player who makes the opera, 
: barks up eight hundred points. 
When you are the opera, and have the 
comet remaining in your hand, you pay it 
double, and your points are counted __ 
druple. | 


Ĩ be carte blanche at this game is worth N 
fifty points, and prevents a double opera. 

If the comet is in the hand of him that 

is erte blanche, it is worth an hundred : 


Points t to him. 


| 
: 
: 
z 
1 


for the ſtock, 
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The Method of playing the game of the Co- 
met, by three, four, and five perſons. 


When this game is played by three per- 


ſons, each player has twelve cards dealt him, 
and there remain twelve in the ſtock; the 


two players who have cards remaining in 
their hands, pay down directly to him that 


has played all his cards, the points that are 
in their hands; and he of the two who has 
the moſt points, puts two counters into the 
poul, which at the end of the party be- 5 
longs to him who is the greateſt winner. 
When the two players who have cards 


remaining, have exactly the fame number 


of points, each of them puts one counter 
into the poul. 


The eldeſt having a 3250 ET as 


are in ſequence, and ſtopping at a card he 


has not, the player on his right, plays it, 
if he has it; and if not the third player if 
he has it, plays it and goes on: if he has 


it not, the firſt player begins's again 1 by what 7 
card he pleaſes. 


When four perſons OT each 15 ten 
carklh dealt him, and there then remain in eight 


It 
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If there are five players, they have each 
nine cards, and there remain three in the 
ſtock: and in each caſe they oblerve the 
rules of play we have before given. 
Various are the ways of defrauding the 
unwary at this game, firſt then by combi— 
nation; if the cards of one accomplice can 
be made known to the other by ſigns or 
any way elſe, by play ing to the cards which 
ate known, the confederate can run off his 

cards without any interruption; for ſup- 
” poſe one to have four and five, and knows 


his accomplice has a fix, ſcven, eight, &c. 


by playing the five he gives his friend an 
opportunity of getting out, There is alſo 
a great advantage in knowing the ſtock 
cards or thoſe remaining after dealing; for 
by knowing what theſe cards are, the cards 
may be played accordingly, and by theſe 
means the connoiſſeur can get out before 
any of the company, for example, if a three 
is in the ſtock, the duce may ſafely be 
played and no one can come in, it being a 
ſtop card, and fo on in reſpect to any other 
cards belonging to the ſtock. By dealing 
the nine of diamonds to one * ſelf which is 
the 
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the comet, and the moſt advantageous card 
at this game, one may be ſure of winning 


in the long run; and this may be done by 


counting the perſons round the table and 
ſhuffling the cards in order to fix the comet 


for to come to the dealer, then when the 
adverſary has cut the cards, they muſt be 


reinſtated by that uſeful manceuvre called 
the ſlip, or if the accomplice happens to be 


the perſon to cut, the dealer then can make 


a nick or what is termed a bridge for him 
to cut into, which will anſwer, the ſame _ 
end; but the greateſt advantage of any at 
this game is to deal one's ſelf or accomplice 
ſequences, and court or figured cards in- 
cluding always the kings; this would make 
it a certainty of inn by getting out 


the cards in hand. In ſhort by combina- 


tion and ſigns there are many ways of de- 
frauding at th's game, by ſhuffling and 
ſlipping the cards when all alone, the ſame 


may be accompliſhed, eſpecially when the 


player is, what they call, a good operator. 
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